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CELEBRATING 20 YEARS OF 
NINTENDO WORLD REPORT 


A TRUE INSTITUTION of the Nintendo fandom has just marked a major milestone! Nintendo World Report, one of the longest- 
running and consistently most dedicated Nintendo fansites on the Internet, has just turned 20 years old. 20! That’s positively ancient 
in Internet years! 


The 20th anniversary officially took place on March 7, 2019, since NWR got its start way back on March 7, 1999. Only it wasn’t always 
called NWR! Over a decade ago the site was known as Planet GameCube, and it had even earlier names before that. But 20 years of site 
history is far too much to properly sum up here, so I'll refer you to the excellent retrospective video covering the full extent of the site's 
journey that you can find on NWRTV — Nintendo World Report's official YouTube channel! 


Speaking of NWRTY, it just hit its own major milestone shortly before this issue wrapped: over 50,000 subscribers! It's great to see 
such a legendary Nintendo fan community continuing to grow and evolve more than two decades after its inception. In part, you can 
thank our own Neal Ronaghan, who also served as the Director of NWR for several years! He's still active as the Reviews Editor now, 
too, after passing the torch of overall leadership to the world's biggest Star Fox Zero fan, John Rairdin. (That's it! The key to mastering 
the YouTube algorithm must be to feverishly push a Star Fox-first agenda!) 


Beyond Fox-focused video content, though, you'll find NWR hosts great previews, reviews, interviews and podcasts, including live 
event coverage and regular livestreams for charity. You can't go wrong with any part of NWR! Congrats оп 20 years, guys! — LUCAS 


NintendoWorldReport.com & YouTube.com/NinWRTV 
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INBOX 


HEADING BACK TO THE 
CONSTRUCTION SITE 


Dust off your favorite hard hat, pull on your overalls and 
make sure your tool belt is hitched up around your waist: 
the return of Super Mario Maker is imminent. 

The Wii U might have come and gone without making 
much of an impact on the video game industry overall, 
but the first Super Mario Maker was a shining star in the 
midst of a disappointing era for Nintendo. And it was 
such a simple idea! Take the classic 2D sidescrolling 
gameplay of the Super Mario Bros. series and grant 
control over the level design to the players directly. Who 
knows how many millions of hours were poured into the 
creation process by aspiring designers the world over, all 
trying to make the next truly great Mario stage — and 
how many millions more were invested by players who 
took on the challenge of trying to beat all the devious 
creations that were uploaded by others! Even now, four 
years later, with the Wii U firmly in the rear-view mirror 
and with the Miiverse service long since shut down, the 
original Maker is still vibrant and alive. 

But, perhaps, a true migration of the playerbase will 
finally happen when Super Mario Maker 2 launches on 
the Switch this June. It’s set to offer everything the first 
game did, plus much, much more! So we're celebrating 
by putting it in the most prominent spot possible for this 
edition of NF, as well as bringing you a central feature 
detailing the biggest new additions to Mario's toolbox 
that you can look forward to using very soon! 

The fast-approaching release of Super Mario Maker 2 
isn't the only big bullet point this time around, though, 
as Nintendo's been making headlines in several other 
areas recently, and we've done our level best to encap- 
sulate them all in this edition as well. The incomparable 
Reggie Fils-Aime has stepped down as the President of 
Nintendo of America! We've got that in News. The brand- 
new Detective Pikachu movie is about to open on the big 
screen! Our Previews section leads with one last look for 
you before you buy your ticket. And Nintendo has sur- 
prisingly leapt back into the world of virtual reality, 
almost a quarter-century after the failure of the Virtual 
Boy! We present a retrospective on that old system in the 
Retro section and our review of the new Nintendo Labo 
VR Kit in Reviews. 

All around, not too shabby of a magazine we've built 
for you all this time, piece by piece! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


All right, you guys asked for this! "What 
is the greatest video game-related 
movie of all-time?" SONIC THE 
HEDGEHOG! DUH!! 

... Not that one. Let me explain. In 
1999, there was a Sonic The Hedgehog 
ОМ.А. that was released to the States as 
a movie! This movie is the best simply 
for accuracy to the series — with some 
exceptions. Sonic and Eggman are of 
course the hero and antagonist of the 
movie, however ме ге introduced to 
new characters that you can only meet 
in this movie and they’re such wonder- 
ful additions! Each character is handled 
really well and stays true to how we'd 
imagine them acting in their games! 

Not only that, but this movie has 
very clean animation! It’s Classic Sonic 
after all, and if there’s anything we 
know about Classic Sonic besides good 
games and bopping music, it’s that he 
has very clean and smooth animation, 
whether it be in Sonic CD, Sonic Mania 
or this very movie! 

And probably my third — and what 
111 make my final point for this movie 
being absolutely fantastic — is that 
Knuckles the Echidna wears a cowboy 
hat and belt to match! What can be 
better than that? What? Pikachu ina 
detective hat? - NERDIEO 


The best video game-related movie of 
all-time, is, without a doubt, Professor 
Layton and the Eternal Diva. Most video 
game films fail at trying to restructure a 
game as a movie, translating the 
medium very poorly — but with the style 
of the Layton games, it works well asa 
fun story and really fits with the style of 


It was our privilege to welcome Yoshi 
to the NF front cover spotlight for the 
first time in our last issue . . . though 
Kirby couldn't resist inserting himself 
into the action as well. Following up 
on our previews of Yoshi's Crafted 
World and Kirby's Extra Epic Yarn last 
time, we have full reviews of both now 
ready for your perusal in this edition. 
But, as always, we gazed into the 
future a bit with our Player's Poll 
questions to pick a topic that would be 
timely here in the May/June NF — and 
we settled on the cinema! With the 
new Detective Pikachu movie about to 
open in theaters, we wanted to know 
if you're interested in seeing it on the 
big screen. We also asked for your 
opinion on the best video game movie 
of all-time, and finally thrust you into 
the director's chair to ask what you 
would do if you were the one in charge 
of the upcoming Super Mario movie! 


the games. Add to that that it's officially 
canon in the games and is important to 
the final game, The Azran Legacy, and 
you've got a movie that's both great and 
important if you want to get the full 
scope of the series! - NOAH 
GOODMAN 


| think I'm going to have to go with 
DOOM (2005). It was bad, like pretty 
much all video game-based movies 
(until soon | hope!), but it was a joyful 
kind of bad. The first-person segment 
was truly wonderful to see in the 
theater. - BEN MASON 


The Warcraft movie was underrated. It 
had a great cast, great effects, and 
actually made you care about both sides 
of the war. While it's definitely not a 
perfect movie, it's the only video game 
movie so far that actually made me 
want to see a sequel, since the story- 
lines it set up for one would have been 
even better than the first. - HORDAKI 


You know, when it was first announced | 
wasn't too sure about the Detective 
Pikachu movie. | mean, taking Pokémon 
and bringing it into a live-action film, 
and casting Ryan Reynolds as a 
Pikachu? But then I saw the first trailer 
and | was convinced that it's worth 
watching. So yes, ! will be seeing it, and 
| will be going to the theater to check it 
out — no better way of checking out an 
anticipated movie than to see it on a big 
screen. (I still think they should've cast 
Ryan Reynolds in the English dub of the 
game though.) — EMERY COOK 

They should patch him in! 


In your last issue, you wrote а pretty spot-on review for the 
SNK 40th Anniversary Collection. However, there was one 
omission | feel needs to be mentioned: Crystalis. | heckin’ 
loved this game as a kid. SNK’s only adventure game, with 
a pretty decent plot for a Nintendo game, a great sound- 
track and remarkably acceptable combat (not to mention 
an RPGish level up/equipment system). Honestly, | grabbed 
this SNK collection for that game alone — everything else 
was just a cool bonus! — OWEN HENDERSHOT 

Good call, Owen! Yes, Crystalis was a classic adventure 
that was regarded as one of the greatest in the NES era 
— and it’s been missing in action for nearly 20 years! 
Its most recent official release before its inclusion in 
the new SNK 40th Anniversary Collection was its Game 
Boy Color port back in June of 2000. It skipped the Wii 
Virtual Console, and 305, and Wii U — and didn't make 
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"т very excited for the Detective Pikachu movie! It 
ooks funny, especially with Detective Pikachu being 
voiced by Ryan Reynolds! The CGI models for 
Pikachu, Mewtwo and Psyduck, among others, look 
so realistic, which is important for live-action films! 
"m actually taking my best friend to see it ina 
theater on her birthday, and l'Il see it at least 10 
more times after that! - RAYMOND HINSHAW 


am very excited to see Detective Pikachu in 
theaters! I'm a big fan of Pokémon and have been 
playing the video games for years, mostly Pokémon 
GO. | even have been collecting Pokémon with the 
CP of my birthday (510). It's exciting that the movie 
is being released on my birthday, too! - LAUREN 
HALEY 

A surprising amount of birthday synergy is hap- 
pening with this film! (And actually, my brother 
Dan's birthday is just a few days before it opens, 
too... hmm.) 


If | were in charge of the animated Super Mario 
Bros. movie, | would tell a story about the battle 
between Mario and Donkey Kong, and how the two 
made up years later. But then, Donkey Kong Jr. 
returns after being forgotten, and works with 
Bowser Jr. to take over the kingdom, and the Mario 
gang has to fight back. The art style could be some- 
thing out of Mario 3D World, or the pretty 2D 
animated art on the back of the NSMBU Deluxe box. 
— SEAFOAM GAMING 


Oh boy, this one. | am only the least bit creative, but 
| feel the story can be somewhat like the Mario RPG 
series, because they have the most humor and get 
around the fact that Mario himself doesn't talk too 
much (Luigi could take control of that). The art style 
is difficult, because I honestly don't want it to be the 
NSMB style — I'm kind of over it and feel we need a 
fresh coat of paint. | would be OK with a style similar 
to "Into the Spider-Verse" or something that looks 


like hand-drawn 2D, but is 3D. Maybe in the same 
style as the icons from 3D World. Take it as you will 
— art isn't my strong suit! — MICHAEL CAPPELLA 


How does one make a Super Mario movie? It's 
actually a bit more simple than some people may 
think. | like to look at the Mario RPG games for ref- 
erence. The storyline can be based very heavily on 
the structure of Superstar Saga or Paper Mario, for 
example. Mario and Luigi could have their Italian 
gibberish talking throughout with a companion like 
Starlow doing more protagonist-like talking. Other 
characters like Peach and Bowser can talk like they 
do in the games, only with an actual voice instead of 
just text, obviously. I think Mario * Rabbids is a good 
place to look for art style. The animations of the 


characters are lively and it's very colorful and recog- 


nizable as the Mario universe. — XAVIER GAVIN 


As the new Director/Producer/Art Director/Writer/ 
Bossman of the new Super Mario film, | hereby 
confirm the following changes: 

The movie would definitely have to use Odyssey's 
style. That detailed Mario is so crisp and would be 
perfect on the big screen! But storywise, I'd want to 
go in a different direction. As Bowser is trying to 
capture Princess Peach for the 30th time, a new, 
never-before-seen enemy comes in and takes her, 
forcing Bowser and Mario to have to work together 
to get her back. 

After begrudgingly accepting a temporary truce 
to save the princess, they begin their journey. 
Instead of facing the normies of Bowser’s army, 
there are all-new enemies working for the new evil, 
and we even see some of King Koopa’s own who 
have turned. 

And that is my concept for this new movie. Get to 
work, everybody! — JAYRAYHIZAY 


Lots of good ideas, everyone! Now I wonder how 
much longer until we get the real reveal... 


it on the NES Classic. But now it’s back! 


DON’T ANGER 


THE OX ; 


Dear Ox, 

Which do you think is the best Wario Land? | 

personally think Wario Land 4 is the peak. 

— JUSTIN DELGADO 

That's a tough one. Wario Land: Shake It! has 
gorgeous cel-drawn animation, collecting 
items with funny descriptions (which I love), 
a fantastic soundtrack, an updated Captain 
Syrup and a great final boss. 

On the other hand, Wario Land 4 has black 
cats, so I think it may bea tie. Then again, 
Wario comes really close to running over 
those black cats... 

So the winner is Virtual Boy Wario Land. 


Dear Ox, 

With a guy named Doug Bowser as President 
of Nintendo of America, do you reckon he'll 
nickname any of his employees as Mario 
enemies? — ETHAN KLEINWOLTERINK 
Everyone's a Goomba. (Except Bill; obviously.) 
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If you’re seeking inspiration to make the biggest, grandest, most enormously glorious Super Mario 
Maker levels ever when Super Mario Maker 2 arrives in June, you might want to plan a road trip before 
then to St. Louis, Missouri! The Thomas family spent Spring Break there this year and just happened to 

stumble across the epic installation pictured above at the St. Louis Science Center. It’s a Super Mario 
Bros. that’s so huge it takes two players jumping up and down on the buttons of the gigantic controller 
to get Mario to move! (The buttons were a little wonky, but it was still a mind-blowing spectacle!) 


THE PLAYER’S POLL 


Congratulations to Nerdieo, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we’re interested to read 
your responses to some battlefield-born inquiries inspired by the Fire Emblem brand! 


What’s your personal history There are too many Hype check! Regarding the new 
with the Fire Emblem series? Fire Emblem fighters in Fire Emblem: Three Houses in 
Have you played it before? If so, Smash... but if you had particular — are you looking 
which game was your first? to add one more, who forward to it? Planning to buy 
If not, why not? would it be and why? it? Or will you give it a pass? 


Email your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #40" - this time, one reader whose answers are picked 
for print will win a brand-new copy of Fire Emblem: Three Houses! 
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REMEMBERING THE REIGN OF REGGIE 


Nintendo of America’s President, COO and all-around biggest personality has retired. We look back on his time at the top! 


ON FEBRUARY 21, 2019, there came 
an announcement that shocked the 
video game industry — and most espe- 
cially Nintendo fans across North 
America. 

Coming via Nintendo of America’s 
Twitter account, Reggie Fils-Aime 
appeared in a video to reveal news 
that no one saw coming. Was it a new 
version of the Nintendo Switch? Was it 
a new release of Metroid Prime Trilogy 
to hold us over until Metroid Prime 4? 
Were we finally getting Mother 3? 

As it turns out, none of the above. 
Instead, Reggie came to tell us that he 
was retiring. 

Following more than 15 years of 
service to the company, 13 of which he 
has spent as its President and Chief 
Operating Officer (COO), Reggie 
revealed that his last official day in 
office would come on April 15, 2019. 
Succeeding him in his role as NOA's 
President is none other than a man 
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who only a few years ago had stepped 
into the company through the same 
sales position Reggie himself had once 
held: Doug Bowser, being promoted 
from his role as NOA's Senior Vice 
President of Sales and Marketing. 

At the age of 58, Reggie is realizing 
the dream of many: to be able to head 
off into an early retirement, where- 
upon he can spend more time with his 
wife, his family and his friends. "I 
leave in good health and good spirits, 
and believe me: My body is still ready." 

"Nintendo owns a part of my heart 
forever," Fils-Aime said in a press 
release marking the announcement. 
"It’s a part that is filled with gratitude 
— for the incredibly talented people 
I’ve worked with, for the opportunity 
to represent such a wonderful brand, 
and most of all, to feel like a member 
of the world's most positive and 
enduring gamer community. As | look 
forward to departing in both good 


health and good humor, this is not 
'game over' for me, but instead 
'leveling up' to more time with my 
wife, family and friends." 

"| really appreciate everything 
Reggie has done for Nintendo," said 
the President of Nintendo Co., Ltd., 
Shuntaro Furukawa. "Inside and 
outside our company, Reggie is known 
as an exceptional leader. We are 
grateful that he is leaving the business 
in good shape with strong momentum. 
While we will miss him and we wish 
him the very best in his retirement, we 
are also pleased to have such an able 
successor ready to step into that role. 
Doug Bowser and the rest of the team 
will ensure a seamless transition and 
continued momentum for Nintendo." 

A Bronx-born Cornell University 
graduate and son of two Haitian immi- 
grants to the United States, Reggie 
honed his leadership skills over nearly 
four decades spent in several different 


roles across multiple companies, 
ranging from brand management at 
Procter & Gamble to the Head of 
Marketing for all brands of Guinness 
Imports Co., among others. Reggie 
also served as Senior Vice President of 
VHI from 2001 to 2003, shifting the 
network's appeal to younger viewers 
and creating/executing the marketing 
strategy for the post-9/11 disaster 
relief program, The Concert for New 
York City. 

Of course, for fans who grew up 
Playing with Power . .. Super Power 
and Getting N or Getting Out through- 
out the '90s, there may be something 
they might more readily recognize: As 
the Senior Director of National 
Marketing for Pizza Hut, Reggie was 
the one who brought the Big New 
Yorker and Bigfoot pizzas to the 
starving youth of a nation! 

In late 2003, Reggie joined 
Nintendo of America as the Executive 


Vice President of Sales and Marketing, 
though his presence was not truly felt 
until the following year’s Electronic 
Entertainment Expo (E3). 

Reggie entered the company during 
the era of the Game Boy Advance and 
the GameCube, and while the former 
continued the enormous success of 
the Game Boy brand, the latter was 
not so fortunate. Facing stiff competi- 
tion from the rival PlayStation 2 and 
new Microsoft Xbox, the lunchbox-like 
Nintendo console was trying to stave 
off its perception as a "kiddie" 
console. So when he took the stage to 
open the company’s annual press con- 
ference, he did so with confidence, 
and made a mark for Nintendo — and 
himself — with one bold statement: 

"My name is Reggie. I’m about 
kicking ass, I’m about taking names, 
and we’re about making games." 

Accompanied by video clips and 
announcements for titles such as 
Resident Evil 4, Metroid Prime 2: 
Echoes and The Legend of Zelda: 
Twilight Princess, Reggie was soon 
heralded as an agent of change, and 
just the kind of change Nintendo was 
clearly in need of. Nicknamed "The 
Regginator" by fans, he was seen as 
the figurehead of the "Reggielution" — 
a play on the development code name 
for the then little-known upcoming 
seventh generation console that would 


come to be known as the Wii. 

Amusingly enough, the legendary 
line wasn't even Reggie's idea. 
According to a 2006 article from the 
Seattle Times, it was actually devel- 
oped by the company’s public rela- 
tions firm, and it took time before 
Reggie was convinced that it was the 
right approach. 

"It was so out of left field and it was 
even a little cheesy, but it was so 
unusual for a Nintendo executive," 
said then-Xbox head Peter Moore at 
the time. "I think he's exactly what at 
that time Nintendo of America 
needed." 

From there, Reggie and Nintendo 
built upon the momentum established 
in that moment. While perhaps toning 
down the intensity a little, he never- 
theless leaned into the larger-than-life 
persona that had been created, effec- 
tively establishing him as a character 
of sorts within the Nintendo pantheon 
worthy of standing alongside Mario, 
Link and Samus. 

His body now ready, Reggie would 
often be featured partaking in all sorts 
of goofy skits and presentations with a 
humorous twist, often alongside fellow 
Nintendo figureheads Shigeru 
Miyamoto and the late President/Chief 
Executive Officer, Satoru Iwata. 
Whether he was downing a heaping 
stack of pancakes with maple syrup to 


announce the launch of Super Smash 
Club in Canada, making recurring 
appearances in your Nintendo 3DS 
StreetPass Plaza or just treating an 
unruly Mother 3 fan to a taste of Fire 
Flower power in a Robot Chicken 
sketch, Reggie's had a consistent 
presence throughout his tenure. 

In one particular bit that could be 
considered almost prophetic, the 
introduction of the Nintendo 3DS saw 
him get a hearty laugh at a predica- 
ment Miyamoto and Iwata had found 
themselves in — right before Bowser 
emerged from the 3D screen and gave 
Reggie his own introduction to his fire 
breath. 

Whether as a Muppet who turns 
into Falco Lombardi, partaking in a 
Dragon Ball-like sparring match with 
Iwata to introduce amiibo or dealing 
with a robotic clone made by Мегабд, 
many of Reggie's moments at 
Nintendo have become instant meme 
fodder on the Internet. But was it too 
much? Not his problem. 

On the executive side, Reggie was 
there to introduce the world to the 
Nintendo DS and help oversee it and 
the Wii's entry into the marketplace. 
To this end, he applied Clayton 
Christensen's "Blue Ocean" strategy to 
help broaden the appeal of video 
gaming to untapped demographics 
while keeping up with the increasing 


demands of marketing that appeals to 
youth. This helped the Wii rise to 
become not only a success, but a 
bonafide phenomenon. 

under his leadership, Nintendo of 
America also opened a key sales and 
marketing department in Redwood 
City, California, and established a new 
Redmond, Washington headquarters, 
which has won awards for its environ- 
mentally friendly design. After 16 
years of service with plenty of ups and 
downs, the company is now riding a 
wave of success, and is in a place 
where Reggie can now safely turn over 
the reins to his own successor. 

In the video announcing his retire- 
ment, Reggie said, "Thank you. Thank 
you for your never-ending support, 
and for your passionate love of 
Nintendo. And personally? For giving 
me a Mushroom Kingdom full of 
incredible memories that I will never 
forget . . . ever. In April, I'll be 
dropping the title that's meant so 
much to me: 'President of Nintendo of 
America.' But I'll retain one that 
means even more: 'Nintendo Fan.' 
From the bottom of my heart, thanks 
again for everything. You are the 
best." 

Thank you, Reggie, and we hope 
that you'll continue to keep in touch 
for years to come. It's not going to be 
the same without you. - DAVID 
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Reginald Fils-Aime is a lot of things to a lot of people, 
though there's one part of his legacy that he rarely talks 
about: his status as the first Black man to run a major 
video game publisher. In our post-Obama America, with 
Miles Morales Spider-Man and Black Panther winning 
Oscars left and right, few doubt that Black icons can 
reach mainstream acceptance. Reggie didn't have their 
shoulders to stand on when he became President of 
Nintendo of America in 2006. Instead, he paved the 
way for them, showing Children of Color everywhere 

that they too could someday reach the top. 


The color purple has long been associated with 
African-American pop culture. Prince's Purple Rain, 
Mace Windu's purple lightsaber, the play A Raisin in the 
Sun, and, of course, the novel The Color Purple, are just 

a few examples. So when Reggie 
p ч announced to the world that he felt 
4 \ like “а big Purple Pikmin” at ЕЗ 2012, 
other People of Color knew exactly 
what he meant, and we'll always love 


him for it. — JONATHAN 


^ ^N 


| had the good fortune of meeting Nintendo of 

America's Reggie Fils-Aime once, and he's absolutely 

as imposing in real life as he looks on stage me 
Nintendo conference. Yet, he has a quiet calm to him 
that makes him so approachable, which is a character- 

istic he was able to hone in on during so many 
moments that have been immortalized on social media. 
Нез a larger-than-life person in just about every sense 
of the el 


That's probably why I’m so reluctant to let him go. He's 
been such a huge part of Nintendos ОМА for such a 
long time (not just NOA, but globally, with the fantas- 
tic rapport between him and the late Satoru lwata and 
the unflappable Shigeru Miyamoto), that it'll be hard 
to cope with his retirement. Naturally we'll enter a 
brand-new era of Nintendo memes and dreams, but 
Reggie will be impossible to forget. 


Reggie, we'll always remember you as 
the lovable guy who gave us so many 
moments of joy. And, of course, the 


igfoot pizza. — CHRIS 
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Being fortunate enough to bump into Nintendo elite 
at E3 can be a challenging prospect due to the size of 
the crowds. But thanks to pes formidable height, 
seeking out Nintendo's president was a bit more 
feasible for fans desiring a photo op. | managed to get 
my own picture with the big man in 2012 thanks to a 
buddy of mine. While my brother fumbled with the 
camera, we heckled him a bit and Reggie joined in on 
the fun. All in all, a class act — albeit an imposing one. 


The next time | was at ЕЗ, | happened їо... well, use 
the men's room at the same time Reggie did! Despite 
my fanboyism threatening to make a scene in the most 
inappropriate of locales, | decided to hold back and let 
Reggie have his privacy. Proud of myself for displaying 
the bare minimum of decorum and not acting like a 

stalker weirdo to Nintendo's prez, m 
wife blew my cover by accosting (а 
immediately after he walked out of 
the bathroom: “Hey, are you 
2» 


Reggie? 


Sorry, Reg! - MATTHEW T. 


When | first became a Nintendo fan, the company had 

a face - and | don't mean Mario. Those first few years, 
Howard Phillips served as the face of the brand; the bridge 
between those behind the scenes and Power Players 


everywhere. 


In 1991, Phillips left Nintendo, and to me, the company 
never quite felt the same. Certainly, others spoke to us 
throu a the pages of Nintendo Power Magazine every 
month, but at the same time, Nintendo didn’t quite seem 
to have that voice . . . that public face that connected 
corporation and consumer. 


That is, until 2004. A stranger took the stage at 
Nintendo’s E3 press conference, declaring he was about 
kicking ass and taking names. Facing mounting pressure 

from Sony and Microsoft, here was an executive with 
presence, who looked and sounded like he'd be as comfort- 
able in a WWE ring as he was talking to video game fans. 


For 15 years, Reggie brought a real sense of 
presence to Nintendo, and when you take 
that away, people are going to 
notice that something is mE 
| 


— DAV 
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THE BOWSER ERA HAS BEGUN! 


Meet the new head honcho stepping in to fill Reggie’s huge shoes. 


AS WINTER TURNS to spring and 
night turns to day, you can always 
count on one thing: When Bowser sees 
an opportunity for conquest, he 
reaches out with fiery enthusiasm and 
grabs it with both claws. 

Once again, the turtle tyrant has 
laid siege! Not only to the Mushroom 
Kingdom this time, but the greater 
World of Nintendo at large, and... 
what's that? We're not talking about 
that Bowser this time? Oh, my 
mistake, then. 

All kidding aside, Doug Bowser 


should be no stranger to Nintendo 
fans by this point. He joined Nintendo 
of America as the Vice President of 
Sales in 2015 — a role once filled by 
Reggie Fils-Aime himself, perhaps 
making it only fitting that he should be 
the one to step into the Regginator's 
presidential shoes upon the latter's 
retirement. 

Bowser is no stranger to sales, 
having - like Reggie — begun his 
career at Procter & Gamble, perform- 
ing in various leadership roles across 
Asia, Latin America and the United 


States. But rather than moving on to 
pitching beverages, Behind the Music 
and Bigfoot pizzas, Bowser leapt right 
into the video game industry by 
joining Electronic Arts in 2007. As Vice 
President of Global Business Planning, 
his job was forecasting games across 
the company's console, PC and mobile 
divisions. 

Upon taking his new role in 
Redmond, Bowser quickly made an 
impact — thanks in no small part to 
the name he shares with one of the 
heaviest-hitting characters in the 


—— 
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history of the industry. While introduc- 
ing himself to the community of fans, 
few knew what to expect from this 
newcomer. However, those with sharp 
eyes could easily see that this was no 
stodgy executive, as he leaned into the 
ironic humor surrounding his surname 
by posing for his 2015 welcome photo 
(seen below) with those pesky 
plumbers handily tied up on the shelf 
behind him — and by using the cord of 
a GameCube controller, no less! Plus, if 
you want to find him on Twitter, you'll 
want to look for "@thetruebowser". 

Only a year after joining Nintendo, 
Bowser was promoted to Senior Vice 
President of Sales and Marketing in 
Summer 2016, right around the time 
Executive VP of Sales and Marketing 
Scott Moffitt departed the company. 
The timing was good, as the company 
was ramping things up in preparation 
for the release of the Nintendo Switch, 
and Bowser led that charge. 

Since then, Bowser's name has 
probably been more familiar to those 
in the media, mentioned in numerous 
press releases for everything from 
new game launches to promotions 
with Frito-Lay. In some of these 
instances, he's been easier to spot, 
such as when he appeared at the 
Nintendo Switch Unexpected Places 
Event in New York's Madison Square 
Park, or the launch of the Nintendo 
Switch itself at the Nintendo NY store, 
or when he awarded the trophy to 
Nintendo World Championships 2017 
winner Thomas Gonda on stage. 

Doug Bowser has a fantastic sense 
of timing. Not only did he join the 
company at just the right time to help 
steward the success of its latest 
console, but his latest promotion 
comes just in time to be ready for this 
year's E3 Nintendo Direct, where he 
may yet let loose his personality for all 
to see! - DAVID 
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COLLECTOR'S CORNER 


Orr THE Hook! 


Splatoon’s latest pair of plushie popstars. 


ЅАМ-ЕІ, THE PREMIER plush maker with Nintendo 
licenses, has crafted the fresh hostesses Pearl and 
Marina from Splatoon 2. You can snag each for around 
$25, but they’re currently only available for import 
from Japan. They’re set to release in June this year, and 
several import shops are now 

offering pre-orders! 
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DETECTIVE PIKACHU & His PALS 


As the film hits theaters, an avalanche of tie-in merch hits store shelves! 


YOU MAY HAVE heard that there’s a new There’s apparel coming out as well, from 
Pokémon movie coming out! And anytime there’s subtle shirts to more flashy choices featuring the 
а new Pokémon outing in any medium, it means logo. Scarves, hoodies, hats and more are 
merchandise. Detective Pikachu, regardless of already available ahead of the movie's release in 
whether the movie is a hit or a flop, will be a May. Amongst all the merch, Ludicolo, Mr. Mime 
money maker. and Psyduck seem to pop up a lot (so those 

Plushes from Wicked Cool Toys are out for three must be key to the plot, or will appeal to 
several of the Pokémon who will appear in "live kiddos with crazy antics). The Trading Card Game 
action" in the film, including several versions won't escape the blitz either, as special cards are 
and sizes of the titular electric mouse. They're releasing for that too. Cups, lunchboxes, school 
also releasing figures for several characters like supplies and the regular rigamarole will also 
Ivysaur and Mewtwo. The Mega follow, so we're just on the precipice of this mer- 
Construx line also has Pikachu chandising juggernaut! 


ready to assemble. The style 

of all of these toys seems to 
reflect the more realistic 
versions of the characters as 
they appear in the movie — or 
as best as fabric and plastic can 
render. 


and Mr. Mime, among others, ГА 


Collector’s Corner is compiled by Brett Martin, the world record holder Хе tn І в ib о: 
for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U P D AT Е 


The Video Game Memorabilia Museum, at videogamemm.com. 


РМ STILL REELING from February’s releases, as Piranha 
Plant sold really well and is still hard to get! K. Rool was 
also surprisingly popular, as | see scalping prices for both 


CHECKPOINT FLAG steadily climbing. 
ALSO INCLUDED Ken, Daisy and Young Link released on April 12 — hope- 
« fully you all were able to grab them. I’m most excited to 
е г finally have my main from Melee! 


Next up will be Pichu, Isabelle and the Pokémon Trainer 
on July 26. New releases always come in threes any more! 

Re-releases have been progressing steadily as well. 
Wario, Olimar, Pikmin, Meta Knight and more have been 
trickling into stores for those who missed their first round 
— and there were plenty of us. It was a dark time... 

One of the weirdest re-releases has come in the form of 
Wolf Link & Midna and the Breath of the Wild Champions. 
Why bring back these Zelda series figures now? Could it 
mean a tie-in with the Legend of Zelda: Link's Awakening 
remake on Switch? What kind of functionality would they 
have? Or are these reprints just coincidences? It's always 
more questions than answers with Nintendo. 

We've also seen the official poses of a few more, but we 
still don't have their release dates. Simon Belmont is 
MARION SH М " ready to crack his whip, Squirtle and Ivysaur have been 

AND a - есета confirmed too (hooray!), and Snake rounds out the last 
1A RO ONS e rip ED. batch of known newcomers that were announced. Only a 
few have been seen in the wild at events, though. 

That leaves a small roster of characters awaiting their 


А FRIENDSHIP IMMORTALIZED | унн, 


and Incineroar. But if Nintendo plans оп doing more Player 


Mario and Yoshi get the First 4 Figures treatment . . . together! Сата vanita Uere тоте резаи ер 
example, we could see а Link variation іп his Champion 
FIRST 4 FIGURES is apparently in competition with itself for largest Nintendo statue — each tunic, Alph, female Villager, male Wii Fit Trainer, female 
new release seems bigger than the last! | would have thought that Bowser would curtail the Robin and Inkling Boy. I'm also still calling for that Zelda 
ever-enlargening statue line, but this new Mario & Yoshi statue is even more monstrous (when redesign, and while they’re at it they should just release 
you include the base). Starting with True Form Midna from the Zelda line, F4F began adding a all the Koopalings too. Too much? Then just release Iggy, 
Definitive Edition alongside its Regular and Exclusive Editions. This one’s Definitive base has a who is clearly the best one! 
Yoshi egg, two flags, interchangeable flowers and more ground than the Exclusive, which comes | almost forgot that Joker and the other DLC fighters in 
with only the extra egg. Luckily, the larger size is not reflected in the price: $500 for Regular, the Fighter’s Pass will need amiibo as well! So, we're all 
$525 for Exclusive and $675 for the Definitive. For reference, Bowser was $700! set to have decent amiibo releases for quite a while. 


Nor So GARDEN VARIETY 


Extend your expression of your fandom into the great outdoors. 


JUST IN TIME for spring, ThinkGeek created a few Mario-themed garden statues 
for your lawn. A Goomba, Piranha Plant and a Fire Flower were chosen as the best 
candidates to adorn your yard. The sentient fungus can guard your garden, the car- 
nivorous plant can keep the bugs away and the fiery flora can, uh... give you the 
power to burn it all and start again? Each one set you back $20, but apparently all 
were huge hits and they sold out. Typically when ThinkGeek hits on a popular item, 
it restocks when it can, so | hope they'll reissue these as soon as they make more! 
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A meteorological look at the biggest game and DLC releases 
currently scheduled to debut in the next few moi 


FIRST UP IN our regular look ahead at the new video game 
release calendar 15... not a video game! It’s the new movie, 


Pokémon: Detective Pikachu, which opens in theaters in Japan SUPER 
on May 3 and then hits silver screens in the United States one a TM 
week later оп Мау 10. This is the biggest Nintendo-related film SMASH ВК: aS 

event ever (apologies to The Wizard and Super Mario Bros.: The б 


Movie), so take а look at our first-ever film preview on Page 42! uLTIMATE 


AND SO WE'RE back to the drawing 
board once again. 


SHIFTING GEARS BACK over to video games, 
here's the big name for the month of May — at 
least, I'm assuming. Cadence of Hyrule is still set 
for a general "Spring 2019" release as we're finish- 
ing up this issue, but Nintendo's got absolutely no 
other releases set for May, so I'm gonna guess this 
game gets the nod then. What is it? See Page 16! 


The Version 3.0 update for Super 
Smash Bros. Ultimate has gone live, and 
with it Challenger Pack 1, adding Joker 
from Persona 5 as the latest playable 
character in the insanely diverse cross- 
over series. But we're far from done! We 
still have four more Challengers to look 


forward to between now and February of 
next year! 

Now, for a few months, Smash fans 
have thought they had a good sense of 
who to next expect: Erdrick, the classic 
hero of the Dragon Quest series. That's 
because a widely spread rumor tied him 
together with a few details about Joker's 
debut in the game, and thousands of fans 
put their faith in that as a legitimate leak. 

... But now things aren't looking so 
cut and dry! It turns out that "leak" has 
been proven partially wrong now that 
Joker has actually arrived (without Atlus 
mascot Jack Frost in tow, as the rumor 
went), so now it seems like Erdrick is no 
longer the done deal that so many 
thought he was mere weeks ago. 

Though he would still be a good 
choice! Leaked info or no, Dragon Quest 


FLIPPING THE CALENDAR one month further, we arrive at 
S U P E R the release window for our cover game for this issue! Super 


Mario Maker 2 is currently planned to launch at some point in 
June. When in June is up in the air, though. Would Nintendo get 
M A K E R it out the door before E3 takes place beginning June 11? Or let it 


launch the Friday of that week, June 14? Or hold it for the 21st 
or 28th after the Expo? Let’s hope for sooner, not later! 


YOU'LL GET TO enjoy a few weeks of construction 
work with Super Mario Maker 2 before Nintendo 
slides another thematically similar sequel under 
our noses in the following month: Dragon Quest 
Builders 2 is set to hit the Switch on July 12. It’s 
been a while since this one was first announced! So 
we've got a fresh preview for you on Page 49. 


remains one of the biggest brands in 
Japanese gaming history that still has по 
representation in Smash. Cloud, from 
AFTER TWO 2’S, Nintendo will present a 3! Marvel Ultimate Final Fantasy VII, is the property of the 
Alliance 3: The Black Order has been given a release date that same company, Square Enix, so the corpo- 


l gl / " h / p= J should place it just far enough after the theatrical release of rate Ерани are already in place. And 
j= Avengers: Endgame to allow for emotional recovery from the Nintendo's publishing two new DQ games 
HH А / И; PE ) events of that movie, but not so far away that it loses the this year. Could give them a sales boost! 
- critical synergy of feeding off the frenzy that film's created at 


THE BLACK ORDER the box office. It hits on July 19! See Page 44 for more. 


JULY IS JAM-PACKED, everyone — after the one- 
two punch of DQB2 and MUA3, another Three will 
arrive to make it three weeks in a row with one 

major Big N release apiece. Fire Emblem: Three TRE EMBLEM 
Houses is set for July 26! We're holding back on this THREE Houses 
one for the moment, though, so please look 

forward to a big blowout in our next NF issue, #40! 


The first half of 2019 has been pretty slow as far as first-party Switch releases go, but it looks 
like the flood will begin in July and then just keep going through the end of the year. Just think 
about all the other announced games Nintendo's going to have to cram into the back half of 
the year! Astral Chain, Daemon X Machina, Animal Crossing, Luigi's Mansion 3, Pokémon 
Sword & Shield, Dragon Quest XI S, the Link's Awakening remake . . . get hyped! — LUCAS 
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THE BUILDING HAS BEGUN 


Thanks to Super Smash Bros. Ultimate's Version 3.0 update, we're already crafting stages! 


IF YOU JUST can't wait to get started 
building stages in Super Mario Maker 
2, fire up your copy of Super Smash 
Bros. Ultimate for an enticing appe- 
tizer: Stage Builder! After being left 
out of the mix for the game's debut 
last December, the fan-favorite level- 
creation feature has been added to 
Ultimate's array of options thanks to 
the arrival of the Version 3.0 update. 

Stage Builder has been a part of 
Smash since the Brawl days, and it's 
always been good for a laugh. It's even 
helped players from a practical point 
of view over the years, as it was 
common practice to build small stages 
back in Brawl that would help you 
farm for CDs and stickers, speeding up 
the process of unlocking all the extra 
content in that installment. 

The feature returned in Super 
Smash Bros. for Wii U, and it became a 
more user-friendly experience in that 
edition thanks to the helpful GamePad 
touchscreen and stylus — you could 
simply draw your stages into existence 
with the little plastic pen, and the grid 
overlay was especially handy. | made 
an 8-bit Link sprite into a stage and 
featured it way back in NF #12! 


Firing up the new Stage Builder in 
Ultimate, | was initially concerned that 
the lack of the GamePad touchscreen 
and stylus would lessen the experi- 
ence — but it’s not too bad without 
them. The Switch touchscreen works 
as a Suitable substitute, even when 
using your fingertip as your "pen." You 
can turn on the old grid overlay and 
draw precise squares and rectangles 
as before, or else simply go wild with 
free-flowing shapes of any size. (In the 
first few days of users having access to 
this new mode, it seems "free-flowing" 
has been the most popular approach 
— most of the stages being shared 
online so far look like kindergarten 
drawings rendered in MS Paint.) 

There are a few stand-outs, though! 
My favorite so far you can see to the 
right: It’s a re-creation of the desk 
seen in the opening cutscene of the 
original Super Smash Bros. on the 
N64. It’s the work of a player named 
G-SUS, and, as of this writing, it’s the 
top-rated stage in terms of popularity 
(calculated by the quantity of "Yeah!" 
votes it has received). Its nostalgia 
factor is strong, but G-SUS also made 
skillful use of a new feature: layers! 


While past Stage Builders only let 
you draw in platforms on a single 
plane, Ultimate’s version gives you 
three parallel layers to work with. One 
holds the primary fighting surfaces, of 
course, but then you can draw in more 
objects in the background and fore- 
ground to decorate your design. G-SUS 
used the background layer to make a 
faux wall and window — if it weren't 
there, everything behind the desk 
would be open sky and sea. It wouldn't 
look nearly as good! 
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The layer feature is just the start, 
though, as there are more new options 
like being able to draw in a path for a 
platform to follow, so it moves around 
instead of staying still; rotation control 
that you can apply to make surfaces 
spin in circles; switches you can attach 
to turn those movement features on 
and off mid-battle and even fresh 
hazards like floating Warp Zones that 
can instantly zap fighters from one 
spot on the battlefield to another. 

Best of all, it's free! If you own 
Smash on Switch, the Stage Builder is 
ready and waiting to you. So dive in 
and see if you can be the next G-SUS, 
crafting a custom level that earns the 
"Yeah!"s of millions! — LUCAS 


PODETDUBDTTTDLTIA 


MAY/JUNE 2019 15 


Сетер OF THE МискоПаме 


THE EG 


FEAT, 


HR 
CHR 


GHD OF ZELDA 


CHANGING ave NINDIE RHYTHM 


The behind-the-scenes reality of Nintendo indie development has just gotten a whole lot more interesting. 


THE RULES OF the game may be 
changing yet again. 


Nintendo has shown a ton of love 
and support to indie studios in recent 
years, making huge strides in promot- 
ing their wares through official Nindie 


Showcase videos, working to make 


game development as streamlined and 
painless as possible and even going so 
far as to bring some promising indie 
projects under the Big N’s umbrella 
officially. Snipperclips, for example, 
was just an indie puzzler assembled by 
a couple of brothers when Nintendo 


caught wind of its excellence and 


extended the offer to publish it as a 


first-party release — it even helped 
launch the Switch eShop. Or take a 
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look again at Shovel Knight - the big 
decision makers in Kyoto loved it so 
much that they made its Japanese 
release an official Nintendo product 
too, then brought the Blue Burrower 
into Super Smash Bros. Ultimate as an 
Assist Trophy (and several of his allies 
and enemies as Spirits, too). 

But even with those extreme 
examples, there's one line that's never 
been crossed . . . until now. Nintendo 
has never before allowed an indie 
team to directly work with one of their 
prized first-party properties — but that 
reality is shifting thanks to the recent 
announcement of "Cadence of Hyrule: 
Crypt of the NecroDancer Featuring 
The Legend of Zelda." 


(The subtitle's a bit of a mouthful.) 

This new Switch eShop exclusive is 
serving as a sequel/spin-off to the 
original Crypt of the NecroDancer, 
while simultaneously slotting into the 
Zelda series legacy alongside its past 
off-shoots like Tingle's Rosy Rupeeland 
and Link's Crossbow Training. If Crypt 
of the NecroDancer is unfamiliar to 
you, | apologize that past NF issues 
were of no help in that regard — it's 
one of the well-regarded Switch eShop 
games we missed reviewing back 
when its Switch port launched last 
year. (We'll correct that in our next 
edition, though! Better late than 
never!) In a nutshell, though, it's a 
rhythm-focused roguelike. 


In Crypt of the NecroDancer, you 
take control of Cadence, a shovel- 
wielding warrior woman who finds 
herself trapped in a dungeon full of 
dancing demons. Seriously, every foe 
moves to the beat of the background 
music pumping through your speakers 
— and so you, too, must direct 
Cadence's movements to match up 
with the rhythm of the beat. No 
rushing into rooms full of enemies and 
slashing them apart as fast as you can 
— you have to "dance" across the grid- 
based, disco-blinking floor tiles and 
time your attacks according to the 
tempo of the current tune. 

Shigeru Miyamoto apparently fell in 
love with that gameplay idea. 


Yes, rumor has it that good old 
Shiggy and Zelda series guru Eiji 
Aonuma both got so addicted to 
playing Crypt of the NecroDancer that 
they decreed that Nintendo should 
reach out to its developers and bring 
them in to work with them on some- 
thing new. Such a scenario seems like 
an impossible dream, but then we do 
have Snipperclips and Shovel Knight to 
look back on as reference points, so | 
guess it was just time to take the next 
step! 

And so we now have Cadence of 
Hyrule. The original developers of 
Crypt of the NecroDancer at Brace 
Yourself Games have joined forces 
with Spike Chunsoft (who helped them 
previously), and Nintendo (to be the 
guiding light in adapting the Zelda IP), 
as well as artists from the team that 
brought Sonic Mania to life, to craft 
impressive new cartoony takes on 
classic Zelda series enemies and envi- 
ronments. Per the game's title, this 
time Cadence finds herself in the land 
of Hyrule, where she meets up with 
legendary heroes Link and Zelda, and 
all three serve as playable characters 
with unique abilities. 

Cadence's signature skill seems to 
still be her shovel, serving as both a 
slashing weapon and also in its tradi- 
tional role of digging tool to break 
through blocks of dirt. Link appears to 
have his classic arsenal of items like 
the bow to attack from afar, and spin 
attacks with his sword are of course in 
play as well. Rounding out the party, 
Zelda casts magic spells that call back 
to classics like Din's Fire and Nayru's 
Love to blast enemies and protect 
herself from incoming attacks. 

And, again, all of this takes place to 
the beat. A total of 25 different Zelda 
tracks from the past are promised to 
appear here in newly remixed form, 
and you'll direct the movements of 
each hero and their attacks in step 
with those songs. The enemies will get 
their groove on as well! Some even 
seem to have fully embraced their 
presence in a musical spin-off, as 
they've adapted their designs to 
match the scenario — vintage multi- 
headed dragon foe Gleeock seems to 
have a xylophone on its back now, and 
the Armos Knights of A Link to the 
Past's Eastern Palace are now all 
wielding electric guitars! 

The Cadence of Hyrule game looks 
like great fun, but the implications of 
its existence are even more fun to 
think about. Could this be a new 
normal? Could more indie teams be 
trusted with precious Nintendo IP 
going forward? The possibilities are 
incredible to consider! — LUCAS 
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MAD ASAH 


Get ready to wield her needle in the all-new 


WHILE 2018 MAY have been a little 
light on major boxed Switch releases, 
the eShop was positively awash in rich 
indie content. For my money, the lord 
of the digital mountain was the bug- 
swarming epic Hollow Knight. Its blend 
of creepy/cute art with a finely tuned 
risk/reward combat system places that 
adventure in the upper echelon of the 
Metroidvania hierarchy. 

Hollow Knight is one of those rare 
experiences that is so engrossing you 
never want it to end — and thanks to a 
steady stream of free DLC, it almost 
never does! Much respect to the devel- 
opers at Team Cherry, who have been 
working themselves to the bone to 
meet all the additional content stretch 
goals from their 2014 Kickstarter. The 
final goal — reached during the cam- 
paign’s final hours — is a second quest 
starring the nameless Knight's acro- 
batic rival, Hornet. But since Team 
Cherry apparently knows not the 
concept of restraint, Hornet's adven- 
ture has been spun off into a stand- 
alone sequel, as opposed to a mere 


content update! 

Hollow Knight: Silksong finds our 
warrior princess ensnared and trans- 
ported to the kingdom of Pharloom, 
and she must battle over 150 new 
enemies in her search for answers. 
Compared to the original game's 
Hallownest — which expanded down 
and outward as you explored — this 
new land and the towering citadel at 
its heart will seemingly lead Hornet 
ever upward. She'll of course wield her 
signature weapon — a sewing needle 


threaded with silk — to perform such 
maneuvers as an offensive barrier of 
high-speed thread weaving and a 
long-distance wall grab akin to Link's 
Hookshot. And just as her predecessor 
had access to an array of stat-boosting 
Charms, Hornet can craft helpful tools 
like bombs or a giant buzzsaw. 
Further details remain slim as of 
this writing. However, Team Cherry did 
recently reveal some of the new char- 
acters you'll encounter: Lace, a white- 
clad warrior armed with a golden pin; 
Shakra, who will serve as your cartog- 
rapher this go-round; Sherma, a 


pacifist traveler who gets himself into 
precarious predicaments; Garmond, 
an elderly yet spirited bug, and his 
noble steed Zaza; and Trobbio, a 
pompous butterfly who could very 
well be Silksong's Zote the Mighty. The 
denizens of Hallownest bubbled with 
humor, wisdom and dramatic flair, so 
there ought to be no doubt that 
Pharloom's natives will run a similar 
gamut. 

| can't stress how much I love the 
original Hollow Knight — a masterclass 
in video game animation, sound direc- 
tion and challenge that easily became 
of my favorites of all-time. If Team 
Cherry is able to tap into that same 
pool of genius, Silksong is certain to 
impress. There's no planned release 
date yet, so keep your needles nice 
and sharp in the meantime! - TONY 


TAKE A GANDER AT THIS 


Become a foul fowl in Untitled Goose Game. 


“IT’S A LOVELY morning in the village, and you are a horrible goose." A silly 
statement to be sure, but a perfect description for Melbourne, Australia-based 
developer House House's next release, "Untitled Goose Game." Or, at least that's 
what it's being called at the moment — no one knows for sure if that will actually 
be the official name for the game! 

In untitled Goose Game, you are the titular goose. Your goal in life is to pester, 
annoy and harass the unsuspecting denizens of the village in which the game 
takes place in order to complete a nonsensical daily to-do list. The list acts like a 
series of missions in this kinda/sorta stealth game. | say "kinda/sorta" because 
there are times you'll want to sneak up on unsuspecting villagers so you can sur- 
reptitiously steal one of their belongings — and at other times your objective will 
be to make as much of a loud "HONK!"-ing scene as possible to achieve a goal. 

This game is very open-ended, and it's up to you to decide how to complete 
each mission. For instance, how will you scheme to get the unassuming grounds- 
keeper in the garden drenched? Will you pick his pocket to swipe his keys and 
throw them into the pond for him to retrieve? Or maybe trick him into standing 
next to a water sprinkler while you turn on the faucet from afar? You're a very 
naughty goose, indeed! 

This feathery bad boy can only waddle around, flap his wings, grab items with 
his beak and obnoxiously honk 'til his heart's content, but it's how these limited 
actions are used when interacting with the multiple environments and the people 
in them that really look to be a silly fun time in the making. Much like their 
previous game Push Me Pull You, House House goes for a simple art style for the 
proceedings, but it fits here extremely well and allows the animation to shine. 

This goose has been making the rounds lately in a playable form at several of 
the bigger gaming conventions, like Indie World and PAX West, and the videos 
taken at these conventions are nothing short of hilarious. Untitled Goose Game 
was initially scheduled for 2018, then an early 2019 release, but it's been pushed 
back again to . . . well, sometime in 2019. The Untitled Goose Game has an 
Unknown Release Date, but you can bet it will be worth the wait when it finally 
honks its way onto your Switch later this year! - THOR 


THE ROAD FORKS AGAIN 


..„та mobile prequel: Octopath Traveler: Champions of the Continent. 


FOR THOSE WHO want more Octopath Traveler, Square Enix has announced 
Octopath Traveler: Champions of the Continent, a mobile gacha RPG set for 
release in Japan later this year (no word on if it'll be released anywhere else just 
yet). It'll feature the same HD-2D graphics as the original, and the wonderful 
music of Yasunori Nishiki once more too, but with a scaled-down gameplay experi- 
ence adapted for iOS and Android. A closed beta began in Japan in March, with 
2,000 lucky users selected to assist Square Enix with refining the experience. 

Several years before the events of Octopath Traveler, three evil individuals 
held much of Orsterra under their thrall. You begin as a humble traveler who is 
attacked by monsters, then finds themselves chosen by a divine power to free 
Orsterra from the trio's evil grasp. You're also given a choice as to which goal you 
wish to fight for: Wealth, Power or Glory. Those who fight for Power face Titus of 
the city of Emberglow, a knight who leads a group of reformed criminals called 
the Crimson Wings in the freezing Frostlands — but could their valor be a cover for 
more nefarious deeds? Herminia, called the Witch of Greed, controls the secluded 
Woodlands city of Valore with her immense Wealth and family of lackeys. Finally, 
your adversary in a fight for Glory is the playwright Auguste, whose works have 
led the people of Theatopolis in the Flatlands down a dark path. There will be 64 
available characters to draw from, all of whom have a unique look and backstory 
and have the same eight character classes from the original Octopath Traveler. 

The traveling experience has been streamlined: You're given a smaller swath of 
Orsterra to travel across, and travel between and within cities is done on rails 
with a tap to change your path at directional arrows. In battle, you'll control a 
party of up to eight, with attackers in front and swappable reserves in the rear. A 
touchscreen menu will allow you to swap between characters, then choose each 
character's attack or spell and finally pick how many Boost Points you want to 
spend. Other than that, the Boost and Break system of attacking enemy weak 
points until their guard drops is still in play. 

If you're not a fan of gacha games, don't lose hope: Along with the announce- 
ment of Champions, Square Enix also announced that development has started on 
a true console sequel to Octopath Traveler too! — REBECCA 
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MISSING ITS WINDOW? 


Will there be any love left for Levelhead at launch? 


SOME INDIE GAMES can only survive if they outrun the big guns. 

Take Smash clones, for instance. Super Smash Bros. Ultimate didn’t launch on 
the Switch until December 2018, so in the roughly year and a half of the system’s 
life before that point, knock-offs like Brawlout had a window of opportunity to 
grab some players’ attention. 

Or Fortnite! It became such a massive success throughout last year, and its 
Switch version launched last June. | remember before it debuted there was some 
other indie studio preparing their own spin on the battle royale shooter concept 
just for the Switch . . . but honestly | can’t even recall its name now. It's been well 
and truly swept aside and lost to my memory due to how huge Fortnite became. 

So now, mere weeks away from the launch of Super Mario Maker 2, I'm worried 
for the future of Levelhead. 

Levelhead is the creation of a team called Butterscotch Shenanigans, and it 
was announced in August 2018 that it was in development for the Switch. It's a 
game that could easily be called a Super Mario Maker clone, as it's fully focused 
on encouraging players to create their own 2D platforming levels and share them 
with friends — its team clearly saw a window of opportunity on the Switch when 
neither a Super Mario Maker port or sequel had been revealed yet back then. And 
if the game had actually been ready to go on sale last summer, it could have filled 
the Mario Maker-shaped hole in the Switch library for nearly a year! 

But now, it's eight months later. Levelhead still hasn't launched in the eShop, 
and it doesn't even have a tentative release date for when it will. Its PC version 
has just entered Early Access on Steam, so maybe there's a hair of a chance left 
that its Switch edition could appear in an early form in the next few weeks, to 
beat Super Mario Maker 2 to market by the skin of its teeth? But that doesn't 
seem too likely. 

So where does that leave a game like Levelhead? Presumably it will still come 
to the Switch, but when it does so it will be after Mario's already planted his flag 
on that exact same gameplay territory. What hope could it have then? 

| don't have any answers to offer — these are just the questions in my mind as 1 
consider how living in Nintendo's shadow must severely affect indies. - LUCAS 
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DENALI 15 CALLING МЕ! 


Explore the wilderness of Alaska (by dogsled!) in The Red Lantern. 


ONE OF THE secrets to indie dev success on the Switch, then, must be steering 
well clear of the styles of games and genres that Nintendo is producing as first- 
party titles and present brand-new, unique ideas that no one has ever seen 
before. For me, the most promising game on the horizon in that regard is The Red 
Lantern. 

Alaska is a truly beautiful part of our planet. | had the chance to go on vacation 
there with my wife two summers ago, and it was the most memorable trip of my 
life — it’s miles and miles of unspoiled, untouched wilderness with gorgeous, 
snow-covered mountains rising up all around you in every direction. No matter 
which way you look, you constantly see scenes worthy of becoming a postcard. | 
need to go back someday! 

But before | get back to Alaska in person, I'll enjoy this virtual adventure in its 
breathtaking lands. The Red Lantern tells the story of a young woman who heads 
north from the Lower 48 and ends up in Nome, Alaska, determined to participate 
in the iconic annual dogsled race, the Iditarod. The Iditarod is a grueling journey 
across nearly 1,000 miles of uninhabited frontier — it’s a massive test of endur- 
ance that can take weeks to finish, and every year dozens of hopeful participants 
set out with their teams of dogs only to call it quits partway through, because it’s 
just too tough. 

It's a huge accomplishment to come in 1st in such a race, but in a way the more 
sought-after prize is the Red Lantern, which is the honor that is bestowed on the 
person who comes in last. Why celebrate finishing at the back of the pack? Well, 
because finishing is a major achievement! It means you didn't quit — you didn't 
turn around and go home after the going got hard. You persevered. 

Gameplaywise, The Red Lantern will tell this tale through a roguelike series of 
hundreds of possible story events. You'll have to manage your limited survival 
resources and take care of your dogs as scenarios like bear attacks, the threat of 
frostbite or run-ins with massive moose threaten to derail your progress. Will you 
be able to make it past every obstacle? Will you be able to reach the finish line? 

You'll be able to find out for yourself later this year, when The Red Lantern 
launches in the Switch eShop. I can't wait to see its take on Alaska! — LUCAS 
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Block-Dro 


TETRIS 99 


SINCE 1984, TETRIS has been 
pleasing players and expanding on 
its formula. Conversely, battle royale 
popularity has just taken off. How 
would one combine the two? Should 
one combine the two?! Yes, in fact — 
it's the best reason to subscribe to 
Nintendo Switch Online right now! 
Immediately after the February 
Nintendo Direct, Tetris 99 hard- 
dropped into the eShop as a free 
download for NSO subscribers. It's a 
new Tetris that challenges you to 
take on 98 other players simultane- 
ously and attempt to become top 
dog. There are various strategies to 
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win, but the game offers no tutorial 
on how any of its mechanics work. 
(Before the Internet tackled that 
problem, it was the Wild West with 
everyone trying to see what stuck.) 

At its base, Tetris 99 plays like 
regular multiplayer Tetris: If you 
clear two or more lines together, you 
send garbage lines to other players. 
Combos and T-Spins can also attack 
opponents, as does achieving a rare 
"All Clear" (clearing lines so there 
are no pieces left in your field at all). 
So where does all this trash go? To 
the other 98 players you’re compet- 
ing with — and that’s where the 
strategy comes in. 


Targeting 
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Battle Royale 


The blocks are directed by the 
D-Pad, so the analog stick is left to 
control which players you target. 
"Randoms" is the default: It simply 
finds a random player in the fray to 
send your next attack to, and then it 
switches to a new opponent. (Some 
think that Randoms targets high- 
level players first. That’s right, a 
small RPG element exists here too, 
as you level up with the experience 
you gain!) 

The next selectable strategy is 
"К.О.5," which targets people close to 
death. The fields in the background 
will flash red when someone is about 
to top out, and if you manage to be 
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the опе who lands the final blow that 
pushes someone to a Game Over, 
you'll get a badge fragment. 

That brings us to the targeting 
scheme called "Badges." Players who 
К.О. other players with badge frag- 
ments steal those fragments and add 
them to their stash, so you target 
players with higher badge counts. 
There are four badges to earnina 
match, and each one gives you more 
attack power. Just two fragments 
earn you your first badge, but it goes 
up from there, with the last badge 
needing 16 fragments to form. Each 
badge earns you 25% more sent 
garbage, so sending a Tetris with 
four badges sends eight lines! 

The last strategy is "Attackers," 
and that sends your garbage to 
everyone currently attacking you, 
which is the only way to target 
multiple people. 

Once there are 50 players are left, 
the speed quickens and music 
changes. With 10 left, it just goes 
haywire, bumping the speed and 
music to a frantic pace. Coming in 
first involves great skill, and is 
infinitely rewarding when achieved. 
The game tests your Tetris mettle, 
and feels at first like it’s meant for 
the Tetris elite, with not much room 
for beginners. That said, remember 
that it’s free for NSO subscribers! So 
even if you are a beginner, you can 
download it and practice until you 
too become a master! — BRETT 
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She's Out of Control 


ON ITS FACE, Double Cross may appear to be one of 
a myriad Mega Man-esque titles to emerge in the Blue 
Bomber's years-long absence from the gaming scene. 
However, the truth is that it's something else entirely. 

As Zahra Sinclair, agent of the interdimensional enforce- 
ment agency known as R.I.F.T., you're responsible for keeping order in the mul- 
tiverse. However, nefarious deeds are afoot as a mysterious interloper 
bypasses security and invades the agency HQ. It's up to Zahra to determine 
who this "Suspect X" is, figure out what they're up to and serve up some 
justice. To do so, you'll traverse a number of stages spread across three differ- 
ent dimensions, such as a slime world with bogs and laboratories, a dinosaur 
fossil-themed world with deserts and a neon-lit city of ninja robots. 

Double Cross has a number of elements in play, delivered through some fun 
characters and dialogue that may indeed appeal to fans of Mega Man, but 
that's where the similarities end. Part of the game is dedicated to solving the 
mysteries that are afoot, interacting with fellow R.I.F.T. officers throughout the 
base with various clues and items to further your progress. These were a fun 
way of breaking up the core gameplay. 

Said core gameplay contains two main elements: platforming and combat. 
Well, three really — while running and jumping abound, the third element in the 
mix is the Proton Slinger, a device that fires an energy beam in the direction 
you aim it, grabbing onto special hooks and select objects. The other part is 
combat, which primarily breaks down into hand-to-hand brawls — including the 
delivering of swift combos with light and heavy strikes — as well as dodging. 

Unfortunately, | found that things become a bit of a mixed bag when it 
comes to the controls. Most 2D platforming games allow you the use of the 
D-Pad (or equivalent buttons, in the Switch Joy-Cons' case), but Double Cross 
only allows use of the Control Stick. When you play it, the reason why becomes 
easy to see, as the frequent firing of the aforementioned Proton Slinger calls 
for a full, smooth 360 degrees of aiming. In that regard, it works beautifully. 

When it comes to other things, though, that's where it gets a bit dicey. I 
found myself having problems with the triangle-style wall jumping (back and 
forth from wall to wall), as you need to press against the wall you're jumping 
from in order to propel yourself from it, and the movement from the Control 
Stick just didn't seem up to the task. Similarly, while basic button-mashing 
combat worked fine most of the time, fighting mini-bosses who required a 
quick dodge maneuver (left trigger plus back on the stick) proved inconsistent. 
Sometimes it worked! Other times | was a punching bag. 

Allin all, Double Cross is a solid if not exceptional offering that could use a 
bit of fine-tuning. Until then, the only rift more prominent than the in-game 
organization might be between player and controller. - DAVID 
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No Bones About It 


BACK IN THE 905, LucasArts’ portfolio of graphic adventures thrilled players 
with clever puzzles and even more clever writing, and the creamiest of the crop 
was Grim Fandango, a Day of the Dead-inspired crime drama that became an 
instant classic. Sadly, those accolades didn’t translate into financial success - a 
symptom of the genre’s waning popularity. But adventure games have since 
enjoyed a renaissance, thus the dead may walk again! 

You don the suit of Manny Calavera, an underworld travel agent who upsells 
travel packages to the Land of Eternal Rest. Only the purest souls qualify for a 
ride aboard the Number Nine, a luxury train that reduces one’s time in limbo 
from years to mere minutes, but when foul play prevents the saintly Mercedes 
Colomar from claiming her Double N ticket, Manny makes it his personal 
mission to deliver her to the realm beyond. 

Voiced by Cuban-American actor Tony Plana, Manny’s sharp tongue and silky 
pipes deliver the superlative union of ladykiller and sleazy car salesman. You 
can sense deep remorse for his past transgressions, which fuels his transforma- 
tion from bureaucratic cog to selfless shepherd. The entire roster is packed 
with similarly well-rounded characters, lending no shortage of passion and 
hilarity to the tale. It’s just a shame that, in light of Grim Fandango’s Mexican 
influence, so few Latinx actors compose the cast. Nowhere is this absence felt 
more profoundly than when the pronunciations of Spanish words are flubbed! 

From the byzantine Petrified Forest to the misty port town of Rubacava, 
each environment is bursting with dynamism — ironic, considering backgrounds 
are pre-rendered. Despite the fact that these sets were built over two decades 
ago, the Art Deco- and Mesoamerican-inspired designs remain a joy to behold. 
The biggest downside to their fixed construction, however, is that they make a 
true widescreen view impossible — an option to switch from 4:3 to 16:9 exists, 
but all that does is stretch out the scenery. 

Progress relies on acquiring and using items to solve puzzles, and it’s here 
where players accustomed to modern gameplay conventions may take pause — 
obtuse puzzles have always been a hallmark of '90s adventures. Even if you 
know a solution, you may be locked out from attempting it until you trigger a 
specific dialogue sequence elsewhere. Unless you're willing to force every 
possible permutation, you may be wandering for hours without clear direction. 

Controls can also feel clunky. Replacing the original's Resident Evil-style 
tank controls is more sensible camera-related movement, though this too 
presents issues when walking from one screen to the next, only for the shift in 
camera angle to spin Manny back around. That's not a dealbreaker, though. 

| may not have experienced Grim Fandango in its original 
form, yet this remaster immediately endeared itself to me 
with its charming wit and impeccable style. It may be 
showing its age, but hey, if age isn't a concern for the 
dead, it needn't be for you either! — TONY 
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In a Painting That Moves GRIS 


I THINK THE "Are games art?" dis- 
cussion is, for the most part, done. 

Every so often someone will rise up 
from the ashes of that old debate to 


spark a new controversy, but as rela- 


tively new mediums like gaming 
grow, more and more people will 
start to see the light. Once upon a 
time a group likely deemed novels 
unworthy of artistic merit when the 
spoken word was king — an 
argument that only unraveled over 
time. It would be cliche to say that 
Gris is art, but the best way to 
describe it is a moving painting. 

| won't be cryptic about Gris: It 
really can be explained rather 
simply. Taking control of a lost girl 
after a metaphorical and literal 
catastrophe, you'll travel across a 


shifting universe in platforming 
fashion, taking in the sights and 
solving light puzzles. "Light" really is 
the operative word here, as any and 
all hazards and obstacles that Gris 
throws at you can be solved in a 
flash. Every so often a section will hit 
you like a ton of bricks, but just a few 
minutes later you'll have that light 
bulb moment and continue on. 
Introducing stress to the player is 
not really the aim here. And that's 
fine. 

Gris is more about the journey 
(another true cliche) than anything. 
Its aesthetics will astound, as will the 
sound direction as you leap into new 
locales as fast as you clear them. 
There's a fantastic sense of pacing to 
Gris, as you rarely will ever get tired 


of any particular concept or zone, 
with the occasional new mechanic 
popping up. Plus there's nothing as 
rote as traditional bosses (they're 
more like giant puzzles) or a fear of 
losing your way: Gris guides you 
along at every turn. It's both to its 
detriment and triumph. This simply 
isn't a Metroidvania, which, again, is 
fine, but some areas are a little less 
open than I'd like. There's definitely 
room for some of Gris' more innova- 
tive zones to thrive. 

Gris is definitely abstract with its 
concepts, but | wouldn't be too 
worried about coming to grips with 
them. Whereas a lot of similar games 
sacrifice style for substance, Gris, for 
the most part, is able to deliver both 
on a silver platter. While | don't want 
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to spoil some of the gameplay sur- 
prises, Gris packs in a lot of tried- 
and-true platformer ideas from the 
days of Mega Man, combined with a 
sleek and easy control scheme. 

When a new button or scheme 
enters the fray, you'll be equipped to 
handle it. Sure, your player charac- 
ter's cape can turn into a giant block 
to weigh you down when a sand- 
storm is coming, lest you get pushed 
away. That sort of thing. Oh and a 
double jump? We've seen it before. 

Optional collectibles dot the land- 
scape and provide an extra layer of 
challenge, but feel disconnected 
from the adventure. I can see a lot of 
people skipping them due to both 
frustration and apathy (as for myself, 
the latter definitely took hold in 
some areas). A few require far more 
work than they're worth, and not 
being able to return to a collectable 
that was just out of your grasp 
because of an arbitrary jump can be 
annoying. 

Clocking in at roughly four hours 
or so if you do everything (my play- 
through was about three hours), you 
can see why the pacing is so brisk. I 
know short lengths turn off a lot of 
people, but there's no real fat here. 
Whereas other puzzle platformers 
run the risk of bloat or suffer from 
pacing issues, Gris is an easy rainy 
afternoon session - like a binge 
watch. 

Gris isn't for everyone and errs 
more on the side of platformer than 
puzzler. Still, it's an absolutely 
gorgeous work of art that everyone 
should experience at some point, 
regardless of your penchant for 
either genre. = CHRIS 
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FOR YEARS, Metroid Prime Pinball 
was the unrivaled champion in the 
(very small) world of Metroidvania 
Pinball games. That was until Yoku's 
Island Express tilted into view! As 
much as I love Samus Aran's original 
flipper-driven adventure, Yoku's has 
it beat on nearly every front. 

You star as a bug on a boat. 
Before you know it, the ship is 
capsized, and due to a turnabout of 
fortune, this little pint-sized insect 
becomes the mail carrier for an 
island of giant animals, mythical 
monsters and rune-covered relics. 
After exploring for a bit, you 
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Pinball Postal 


discover that the god-like beings 
who help give life to this land have 
been attacked. It's up to you to get 
help and take down this terrifying 
magical assailant before all is lost! 
Yoku is pretty weak on his own, 
but thanks to the round, rolling rock 
he keeps handy at all times, he can 
really get around. You can make 
Yoku walk and use a few different 
kinds of items with the analog stick 
and the face buttons, but the 
majority of your big movements 
come from pinball mechanics. Blue 
and yellow flippers, activated with 
the R and L triggers, are strewn 


about the environment, making the 
island an enormous, interconnected 
pinball machine. There are small res- 
idential areas and dirt roads to break 
up the action, but the bulk of the 
excitement and exploration comes 
from slapping Yoku's rock (and Yoku 
along with it) with your flippers at 
just the right time. 

Like most Metroidvanias, there 
are new places to see, secrets to find 
and items to discover around every 
turn. More than anything though, 
this game is packed with fruit, which 
works as both an in-game currency 
and as a sort of life meter. Unlike in 
normal pinball, where having a ball 
drop in the gutter means you're 
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getting close to Game Over, falling 
through the cracks in Yoku's Island 
Express usually just means losing a 
few fruits and maybe having to back- 
track a bit. This makes for a much 
more relaxed, beginner-friendly 
experience than traditional pinball. 
t's also necessary to keep players 
from biting their nails down to the 
nub over the game's average play 
time of 10 hours (give or take a few 
hours depending on your level of 
interest in sidequests). It definitely 
gets harder toward the end, espe- 
cially when bosses start showing up, 
but for the most part the challenge 
comes more from traversing the lush 
environments than surviving any 
arcade-style, quarter-munching 
struggles. 

My only real complaint about 
Yoku's is that after you get over the 
shock of playing a huge, exploration- 
heavy, story-focused pinball game, it 
starts to feel a little safe. The 2D 
graphics are beautiful, but the char- 
acter designs and music largely feel 
by the numbers. 

Still, the inspired level design, 
solid pacing and densely packed 
world all stand in the forefront, 
making Yoku's Island Express a 
strong contender for the best 
Metballpintroidvania of all time! 

— JONATHAN 


alk in the Woods 


FIREWATCH IS ONE of the most 
highly acclaimed indie titles to 
appear in recent years (it was the 
Golden Joystick Awards’ Best Indie 
Game of 2016), and the majesty of 
the Shoshone National Forest now 
graces the Nintendo Switch. Not only 
is it a great historical fiction thriller 
for mature gamers, it's also a great 
way to get in touch with nature from 
the comfort of your chair. 

It's the summer of 1989, and 
you're Henry, who's taken a summer 
fire warden job while his wife, Julia, 
is slowly losing her battle with early 
onset dementia. His only link to the 
outside world is Delilah, another fire 
warden who's a radio call away. At 
first, he's chasing off teenagers that 
have turned the forest into a party 
spot, but as the summer passes by, 
he and Delilah begin to realize that 


something much more sinister may 
be going on. 

Moving about the ol’ Shoshone 
isn’t like exploring the Hyrule of 
Breath of the Wild: You can’t shimmy 
up trees and steep rock faces, but 
you have a map, a compass and rock 
climbing equipment. There are lim- 
itations: You can only climb up and 
down certain color-coded rock faces, 
and anchor climbing ropes at set 
points. There’s an indicator for your 
present position on the map, but 
you'll have to rely on your compass 
and map markings to successfully 
navigate, adding to the realism. 
However, navigating can still be 
problematic. Sunset hikes sound like 
a great time, but they change the 
color of the scenery, and you'll also 
have to contend with hazy smoke 
during the last few in-game days. (I 
recommend playing Firewatch ina 
darkened room, if possible.) There 
was also a moment when | was 
trying to find my way back to a place 


| had dropped into and couldn't 
figure out what I needed to do until 
consulted an online guide. 

Just as well crafted as the flora 
and fauna of the Shoshone is the 
story, which starts in a series of 
"choose your own adventure" text 
prompts that color Henry's past as 
he hikes his way to Two Forks Tower. 
(Further cementing that Firewatch is 
a title for mature players is the fact 
we get to see Julia's drawing of 
Henry in all his nude dad-bod glory 
during the prologue.) While there are 
lots of opportunities to choose from 
different sets of dialogue, they don't 
do much to alter the course of the 
story, but serve to change the tone 
of how the player perceives the 
game. 

After a few lazy days, Henry expe- 
riences an incident that suddenly 
made me hyper aware of every little 
sound and looking around the wil- 
derness at every step, along with 
trying to figure out whether certain 


items were just decorations or 
somehow symbolic to what was 
going on behind the scenes. It was 
one of those out-of-nowhere 
moments that created the perfect 
sense of tension for Firewatch's 
denouement. 

There are also some interesting 
special features, such as the Free- 
Roam Mode that lets you wander the 
Shoshone while listening to the phe- 
nomenal soundtrack (on cassette!) as 
well as an audio commentary, which 
inserts billboards with concept art 
and layouts and audio guides at 
certain points on the terrain during 
your journey, like a museum would. 
It's an amusing concept, and works 
perfectly with the way the game 
world is designed. 

Despite only being a few hours 
long, I found the entire experience 
satisfying, and the varied dialogue 
prompts and audio commentary 
helped add to Firewatch's replayabil- 
ity. It's fortunate that the Switch has 
become a platform to showcase indie 
titles, especially ones designed with 
mature gamers in mind, and 
Firewatch is a perfect example. 

— REBECCA 
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The PS1 Phenomenon 


JUST AS MASTERPIECES like Ocarina of Time and 

Resident Evil 4 changed gaming forever, Final Fantasy 

Vil worked as a similar turning point for both the Final 

Fantasy series in particular, and the RPG genre in general. 

With its more realistic character proportions, lengthy FMV cut- 

scenes, polygon-based graphics and a story that tackled concepts like grief, 
free will and corporate monopolies, Cloud and his friends took storytelling in 
games to the next level back in 1997. 

They also effectively ended Square’s healthy relationship with Nintendo! 
Final Fantasy | through VI were all Nintendo exclusives . . . but VII was only for 
PlayStation. And, reportedly, Nintendo took the snub quite personally. As a 
result, we wouldn't see a numbered entry in the series on a Nintendo console 
again until 2018 and the release of Final Fantasy XV: Pocket Edition on Switch! 

So now Final Fantasy VII is finally on a Nintendo system, and the results are 
mixed. (There's a reason that Square Enix is currently working on remaking the 
game from the ground up.) Like with many games that made a splash in the 
past with their technical muscle in the dawn of the polygon era, Final Fantasy 
VII looks more broken than impressive by modern standards. If it was released 
like this for the first time today, it would have sunk like a Materia stone. 

When it comes to timeless things like character design and music, Fina 
Fantasy VII can still hang with the best of them. The story, on the other hand, 
can't quite keep up with titles like Undertale, Octopath Traveler or even later 
Final Fantasy titles like IX. It was a brave new step toward a "mature narrative" 
in 1997 — but in 2019, it often feels tone-deaf. 

The visuals are similarly inconsistent. While the original SD release on 
PlayStation was heavily pixelated, those chunky blocks helped unify the game's 
various displays under one look. This Switch version, based on a now-ancient, 
buggy PC build of the game, is not so lucky. The fusion of smooth-but-flat 
textures, some choppy animations and different forms of art direction (baby 
chibi-style in the overworld, simple human proportions for battles and depart- 
ment store mannequin-come-to-life looks in cutscenes) can really take you out 
of the game. The fact that this port allows you to turn off random battles tells 
you that even the devs weren't sure if you'd actually want to play all of it. 

At least you get some bang for your buck. Most will put over 40 hours into 
the game before they see the end, which isn't bad for $16. As a piece of game 
history, Final Fantasy VII is indispensable. As a piece of entertainment today, 
it's hit-and-miss, especially in this half-baked port. - JONATHAN 
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The PS1 Finale 


AFTER THE SCI-FI settings of Final Fantasy VII and VIII, Final 

Fantasy IX was a true throwback from Square Enix: It took place in the high 
fantasy world of Gaia, where massive airships patrol the skies and humans and 
beastfolk rubbed elbows in elaborately designed cities. Back when it originally 
came out in 2000, I was a lot more preoccupied with catching ет all (plus | 
didn’t even have a PlayStation), so it never crossed my radar until its announce- 
ment for the Nintendo Switch. | went into FFIX completely blind and experi- 
enced a masterfully crafted story of the struggle to save the world, with a hard 
look at loyalty, morality and finding one’s sense of purpose along the way. 

FFIX uses a traditional turn-based battle system, but the characters you play 
are pretty much locked into their roles, much like the original Final Fantasy 
games on the NES. What you do have free rein over are the abilities you can 
equip on them that are taught by their weapons and equipment. Zidane and his 
allies may not be as iconic as Cloud and the FFVII gang, but they are pretty 
memorable (though as much as | loved Vivi, my favorite character ended up 
being the frog-loving gourmand Quina). 

The story starts out lighthearted to match the whimsical setting, but at one 
point, it was suddenly drilled into the party — as well as me - that they were up 
against a force that was powerful enough to utterly destroy an entire city. Aside 
from the main quest, there are some minigames to enjoy, although some (Tetra 
Master) | found more fun than others (Chocobo Hot & Cold). 

There's nothing much that makes this version different from the previous 
FFIX ports on other modern systems. Unfortunately, that means that the 
biggest problem with those ports — the background music not looping correctly 
after a battle ends — is present here as well. | found it somewhat annoying, but 
not entirely detracting from the overall experience since this was my first time 
playing. 

What I did find detracting was that the transition to HD was only for the 
character models, and not background elements. It's especially bad when 
there's a blurry, pixelated foreground element like a railing laid over a perfectly 
defined character model. | started out playing on a big screen with my Switch 
docked, but then switched to Handheld Mode and found that everything looked 
so much better that way. 

If you've never played Final Fantasy IX before, | would highly recommend 
picking this up, despite the graphical and musical shortcomings of this particu- 
lar port. If you're looking to revisit it out of nostalgia, however, your experience 
may vary. - REBECCA 
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Baba is Great. Ba 


YOU'VE NEVER PLAYED a puzzler 
like this before. 

You'll think you have. At first. 
Because Baba is You initially appears 
to be an entirely straightforward 
game of getting to the goal: You're in 
control of a wiggly little sheep-like 
hero named Baba, and when you 
make Baba touch the flag in a level, 
you win. Simple. Easy! 


But what if the flag wasn't the 
goal? What if Baba wasn't the hero? 
What if walls moved and water flew 
and keys were menacing, deadly 
monsters that could defeat you with 
a touch? 

The myriad scenarios you could 
possibly experience here are too 
numerous and too odd to encapsu- 
late, because almost nothing in Baba 
is You is ever fixed in the state of 
being in which it first appears. Every 


а is Fun. 


element on the screen has the 
potential to change into something 
else, or take on different properties, 
and the constant transformation of 
things into other things is the real 
heart of the game. 

You control the changes with text 
bits that also appear in each scene: 
simple sentences like "Flag is Win" 
and "Door is Shut" and the titular 
"Baba is You." Each complete state- 
ment determines an active rule in 
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play, so if "Wall is Stop" appears asa 
text string somewhere on the screen, 
then walls will stop you from moving 
through them. As you'd expect. 

But if you can reach that text bit 
and rearrange it, you can change the 
rules of the current scenario: Break 
the "Stop" away from "Wall is" and 
suddenly you can walk straight 
through those walls. They won't stop 
you any more. Or change the nature 
of the wall! Make the new statement 
"Wall is Win" and touching a wall will 
trigger victory. Make the sentence 
"Wall is Baba" as seen in the screen- 
shot on the lower left there, and 
suddenly every individual segment of 
wall in the scene is transformed into 
a clone of the hero character! AII 
simultaneously controlled by you. 

And that's all still the super basic, 
easy examples of possible interac- 
tions in this superbly creative 
puzzler. Across dozens of levels you'll 
encounter insanely devious scenes 
filled with a huge array of obstacles 
and changeable text strings that can 
modify them, and trying to figure out 
each separate solution has been the 
most brain-breaking experience I've 
ever had with a video game. And 
what's more, there are multiple 
possible solutions to so many of the 
scenes — so the strategy my mind 
comes up with could very well vary 
greatly from your own! 

| feel like | haven't even come 
close to describing the true madness 
of this simplistic-looking yet sadistic- 
playing game, 50 you really must just 
try it yourself. It's quickly become 
my favorite puzzler of the modern 
era...and maybe even of all-time. 
Baba is Incredible! — LUCAS 
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In the Absence of Advance Wars... 


RTS TITLES ARE perfect for hand- 
helds. | mean, I'm right there with 
you when it comes to micromanag- 
ing 10 or more control groups with a 
mouse and keyboard in a grand 
strategy game, but the simple joy of 
taking something like Final Fantasy 
Tactics on the go is indescribable. To 
be able to slowly plan out a strategic 
plan and enact it while riding on a 
subway or during a lengthy plane 
flight is the perfect way to relax, and 
the mission-by-mission structure is 
perfect for short jaunts. Basically, 
what I'm saying is Wargroove and the 
Switch are a perfect combination. 

| really couldn't tell that 
Wargroove is just the second game 
developed by Chucklefish (the studio 
mostly known for its now-influential 
publishing arm, notably handling 
several platforms for Stardew 
Valley). A strategy game at heart, 
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Wargroove whisks us away to the 
magical kingdom of Aurania, where 
necromancers walk freely through 
the land and warring nations scuffle. 
Throughout the course of the game's 
campaign we're slowly introduced to 
more and more races, who, by the 
time the credits roll, feel like a part 
of a world that deserves to have 
more stories told. 

While the plot mostly involves the 
same "kingdom clash" baseline that 
nearly every high fantasy RTS project 
adapts (complete with a magical 
MacGuffin), Wargroove's character 
designs and visual charm shine 
through it all. By the time the narra- 
tive concludes you'll likely feel more 
attached to the characters than the 
events that actually unfolded. 

Like many RTS games, Wargroove 
is super easy to learn. As a turn- 
based affair you just manage your 
units' movement, attacks and abili- 
ties on a grid-based board. As we all 
know, that surface-level array of 
strategic options opens up a great 
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deal as missions get more challeng- 
ing and the scope of the game is 
enhanced, but if you've never played 
a game in the genre before, 
Wargroove is ready to properly 
onboard you. Even better, through a 
post-release update you can now 
change the difficulty level at any 
time from four options with sliders. 
It doesn't matter which skill level 
you're going in with: Story Mode (at 
a detriment of only earning one star 
rank per mission) is basically a way 
for you to coast through and just 
witness the main tale unfold. 

There are enough nuances here 
for each unit to constantly keep you 
interested, and after actually 
engaging in combat, the action 
zooms in a bit (just like an Intelligent 
Systems game would) to give you a 
closer look at the animation style 
while each micro-battle unfolds 
(naturally, there's an option to skip 
this). It’s here that you really get to 
see some of the more refined char- 
acter models and a taste of some 
decent (though sparing) voice acting. 
It’s all part of that Chucklefish charm 
that | hope to see more of as time 
goes on. 

Beyond the campaign, arcade and 
puzzle solo-centric modes, if you're 
more the multiplayer type, there's 


also the option to play locally with 
up to four people, or online. Matches 
include custom sliders like weather 
and income alterations, so pretty 
much any type of player, from casual 
to hardcore, can get involved. The 
best part about the local option is 
that you can easily do pass-and-play 
with one Switch, which brings back 
some of my fondest memories of 
Advance Wars, playing at long con- 
vention lines with friends. You can 
also opt for extra controllers if you 
don't want to share on a TV or feel 
like propping it up in Tabletop Mode. 
Options are great, and Wargroove 
has them in spades. 

What's insane about Wargroove is 
that it has a ton of extra things to do 
in the vein of retro RTS titles, on top 
of some modern sensibilities. There's 
an art gallery and sound test section 
as well as a robust custom mode, 
where you can create and share/ 
download maps from the community. 
It's not busted either: Within seconds 
| was browsing content by way of an 
online server, complete with a full Ш 
that showcases the author (including 
an option to find more maps from 
them), a review rating, player count 
and short descriptions. Chucklefish 
really went above and beyond here. 

Wargroove is in a really good 
place right now on the Switch, espe- 
cially with all of the post-launch 
updates it’s hosted. Advance Wars 
probably isn’t even a twinkle in its 
developer's eye right now. Fire 
Emblem: Three Houses isn’t here yet. 
If you're itching for something 
similar, Wargroove is a safe bet even 
in the face of those other more 
prominent franchises. - CHRIS 
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And So They're Back From Outer Space 


A FEW DECADES ago it was really 
tough to find someone who hadn't 
played ToeJam & Earl, had at least 
heard of it, or was begging you to try 
it. A complete and utter product of 
the early "905, ToeJam & Earl came 
at a perfect time to sweep up motifs 
like consumerism, hip-hop and the 
emerging style of irreverent humor 
that would lead into a new edgy 
American renaissance. That rebellion 
is still just as relevant today, but 
2019's ToeJam & Earl: Back in the 
Groove just doesn't have the same 
magic. 

I can get down with roguelikes, no 
problem. The original ToeJam & Earl 
had shades of the genre and I love 
the "keep coming back until you get 
it right" theme, especially when it's 
done right. But one thing I’ve noticed 
is becoming an increasing trend is to 
use the once-old-but-new-again sub- 
genre as a crutch — something Back 
in the Groove can't really escape 
from. Oftentimes the roguelike 
framework is used to stretch out a 
game like butter scraped over too 
much bread. 

The gist is that you and your crew 
(led by the titular duo) crash your 
ship and need to rebuild it: Cue the 
roguelike concept as you dungeon 
crawl to loot up pieces of your ride. 
It's a decent enough concept, and, 
initially, it does work. You walk 
through a chill floating chunk of 
planet, talk to some NPCs (who may 
or may not do anything helpful other 
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than make you smile), shake some 
bushes, avoid some enemies with 
basic A.I. routines and . . . that’s it. 
That's ToeJam & Earl! 

Yet, it's sometimes tough to enjoy 
co-op (which supports both offline 
and online play), but even tougher to 
go at it solo. By yourself it's just not 
as fun, period. Most of the micro- 
game-like activities are more enjoy- 
able with partners (especially the 
beat-based rhythm games where you 
can make songs for each other to 
play) and there just isn’t the same 
sense of discovery when you're 
slowly traipsing about a map on your 
own. That said, some co-op sessions 
are a frustrating affair, as players 
can end up on different maps. The 
freedom of split-screen is something 
else, especially in 2019 (much appre- 
Ciated!), but in several runs my 
partner and | felt like we were just 
playing our own game on half a TV 
apiece. 

My main jam? The passive 
gameplay. Not every project needs to 
have the main cast shooting guns or 
swiping swords constantly to tell a 
story, and the ToeJam & Earl team 
really gets that. Even the sparing 
"presents" you earn are oftentimes 
speed or other types of locomotion 
buffs, which, initially, leads to an "I 
wonder what power-up I'm going to 
get next" feeling. Using an air fresh- 
ener cone in tandem with speed- 
boosting shoes while running past 
"Funky King Tut" is just funny. Or, you 
can take a quick breather to roll a 
few dice with some Dungeons & 
Dragons players. The list goes on. 


Somehow the animation style and 
character designs withstand the test 
of time, even amid all of the "weird" 
mid-to-late-2000s Adult Swim works 
we're flooded with today. When you 
See a screen or even a video of Back 
in the Groove, you'd probably write it 
off as a flash game. But in action, its 
charm shines through. This is more 
of an experience, all told — the sort 
of thing that should work both for 
people who did grow up in the era 
it's drawing upon, or for folks who 
are completely new to it. 

Back to the crux of the matter: 
ToeJam & Earl is chill and it will 
never let you forget it. But after an 
hour a lot of that honeymoon spirit is 
over. Gifts start to grate as you earn 
the same repertoire over and over 
and in many cases become entirely 
superfluous. If you want you can 
cruise through without dealing with 
most of its intricacies, which is both 
a virtue and a curse. It's constantly 
at odds with its structured roguelike 


format that normally requires imme- 
diacy and caution and the spirit of 
relaxed exploration. With some 
tweaks to the loot, NPCs and even 
environments, | probably would have 
been drawn in more for longer 
periods of time. 

ToeJam & Earl's endearing retro 
motif is right up my alley, but there 
simply isn't enough charm here to 
elevate this new entry over its 
source material. Interested parties 
would be better served digging up 
the original game (which is a buck on 
PC) or waiting for a sale before they 
partake in this meandering mission. 
— CHRIS 
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Ап Entertaining Intertwining 


WHEN UNRAVEL TWO was first 
announced, Nintendo fans were 
crossing fingers and toes for a 
Switch version. The game just looked 
ailor-made for the Switch! A local 
co-op platforming experience with 
wo characters who matched the 
colors of the Red/Blue Joy-Con? How 
could EA not bring the game over?! 
Sadly, the reveal trailer only men- 
ioned releases on PC, PS4 and Xbox 
One, leaving Switch owners feeling 
downtrodden. Even Coldwood 
nteractive, the developers behind 
Unravel Two, publicly mentioned the 
Switch as being a great fit for the 
game - but the decision was up to 
EA. 


30 ISSUE #39: BRICK BY BRICK 


Time rolled on, and many thought 
requests for Unravel Two for Switch 
fell on deaf ears. But in reality, that 
wasn’t the case at all! EA actually 
decided to throw Switch owners a 
bone by surprise-revealing Unravel 
Two during a Nintendo Direct. All of 
the initial radio silence from EA and 
Coldwood Interactive was in order to 
hide work on a port! Thankfully, it 
seems all the time and effort spent 
bringing Unravel Two to Switch has 
paid off, as this is a fantastic experi- 
ence from top to bottom. 

Unravel Two follows the tale of 
two different playable characters 
made out of yarn. These "Yarnys" 
must travel throughout realistic 
landscapes while avoiding dangerous 


pitfalls, diabolical critters and 
everyday hazards. In order to 
progress, you must use the Yarnys' 
yarn threads to solve platforming 
puzzles. Sometimes you'll use a 
thread to swing across a chasm, 
while other moments will task you 
with creating a makeshift bridge 
from your yarn. No matter what 
problem you come across, you can 
be sure using your yarn is the key to 
untangling the mess. 

Unravel Two is unique in that 
you'll never be playing alone. Even 
when playing single-player, you're in 
control of two different Yarny char- 
acters. While it might sound tricky, 
it's actually a lot easier in practice. 
You move each Yarny separately, 
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positioning each where you need for 
a puzzle, or moving them to get 
them out of harm's way. When you're 
done using each character sepa- 
rately to pass through a section, you 
can combine the two Yarnys into a 
single character with the press of a 
button. This makes it extremely easy 
to move around through a level 
when doing basic platforming — and 
then you split them up again when 
you need to solve a co-op puzzle. 

Single-player really does a fantas- 
tic job of keeping the entire experi- 
ence manageable for one person, 
but there's no denying Unravel Two is 
even more fun when you have a real 
buddy to join you. The sense of satis- 
faction from successfully navigating 
a challenging series of setpieces with 
a friend is truly wonderful. With tons 
of expertly designed sections to put 
your platforming skills and brain- 
power to the test, you and your 
partner will have a blast syncing up 
to clear out levels. 

There's so much to love in Unravel 
Two. While the game might not look 
as pretty as its Р54/ХВ1 counter- 
parts, there's no denying it's still a 
beauty. There's even an option for 
players to choose between perfor- 
mance and presentation modes, 
giving you better visuals/lower fram- 
erate, or lesser visuals/better fram- 
erate. The game's soundtrack is 
absolutely top-notch, and heightens 
the experience at exactly the right 
moments. That audio experience 
goes great with the superb story! 

Fans wanted Unravel Two on 
Switch and they got it. While it took 
some patience, the wait was cer- 
tainly worth it. — KEVIN C. 


Didn't see you 
there. 


* Welcome, travellers. 


Just a Taste of Things to Come 


WHERE WERE YOU this past 
Halloween night? If you were like me, 
after handing out candy to the kids 
in the neighborhood, you hopped 
onto your computer to download and 
play Deltarune: Chapter 1, which was 
revealed to the world in a cryptic 
series of tweets on Undertale's 
official account. The experience has 
now made its way to the Switch for 
the low, low price of zero dollars, 
which gets you a full RPG experience 
complete with sidequests, secret 
bosses and a shocking twist that 
takes only a couple of hours from 
start to finish. 
So what is Deltarune's relation- 
ship to Undertale? It takes place in a 
world that's somewhat like what 
happens after you successfully 
complete a True Pacifist Run in 
Undertale — one analogy people 
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have made is that it’s the Majora's 
Mask to Undertale’s Ocarina of Time. 
Your character Kris and their class- 
mate, the monstrous mean girl 
Susie, find themselves stumbling into 
an Alice in Wonderland-esque world 
that’s teetering on the brink of apoc- 
alypse. They team up with Ralsei, the 
fluffy Prince of Darkness, to defeat 
he father and son team who have 
usurped the rulers of Card Castle. 
Apparently Kris, Susie and Ralsei are 
the heroes of legend that will bring 
balance to the worlds of humans and 
monsters, but their quest will only 
be fulfilled if they manage to work 
together. (Easier said than done.) 
Battles will be instantly familiar to 
Undertale players, with the option to 
either fight or spare your foes 
between rounds of dodging projec- 
ile attacks — but this time, you’ve 
got help (or someone's twisted defi- 
nition of help, in the case of Susie). 
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An added wrinkle is a buffer zone 
around your soul that converts 
closely dodged projectiles into 
Technique Points that fuel the use of 
spells and techniques, like Ralsei's 
healing and Susie's Rude Buster. I 
found combat to be a lot easier to 
handle this time around — although 
there are some battles you may find 
yourself having a bad time in. 

It's difficult to cram an entire 
story into one bite-sized experience, 
but Toby Fox managed to make it 
work, including all the quirky humor, 
unique character designs and won- 
derful music that made Undertale so 
endearing. There was one area that I 
thought a little more effort could 
have been put into, however: I 
would've liked to see more about 
Ralsei's world and less about Kris 
and Susie's — but maybe that'll 
happen in Chapter 2 and beyond. 

Speaking of music, it was my 


favorite part of Deltarune, and show- 


cases Fox's composing skill: There's a 
nine-note phrase you'll be hearing a 
lot of during your journey that culmi- 
nates in a heartfelt ballad sung over 
the end credits, and "Field of Hopes 
and Dreams" will definitely get your 
toes tapping. 

Fox has mentioned that the devel- 
opment of Chapter 2 hasn't really 
gotten off the ground just yet, but 
he's definitely left his fans wanting 
more, especially with a post-credits 
sequence that needs to be seen to be 
believed. 

So play Deltarune . . . or don't. 
Then again, your choices don't 
matter in this world! - REBECCA 


ж The power of this place shines 
within you. 
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We Never Saw Him Coming 


SUPER SMASH BROS. ULTIMATE: CHALLENGER PACK 1 


PERSONA 5 FANS, rejoice! And 
everyone else, well, celebrate too, 
but just a little less? The first piece of 
the Super Smash Bros. Ultimate 
Fighters Pass has arrived, and it’s 
headlined by Joker, the main charac- 
ter from a currently PlayStation- 
exclusive JRPG. 

When Joker was first announced 
to be coming to Smash, the reaction 
was explosive — it was another Cloud 
situation, with a character known 
almost entirely for his starring role 
in a game on a Sony system being 
thrust into the mix of Nintendo icons. 
Most Smash fans could appreciate 
the shock and awe of the moment, 
but only multiplatform players who 
had also played Persona 5 on Р54 
really knew who Joker was and what 
he was all about. | personally did 
what | expect many diehard fans did 
and made it my mission to play his 
game myself before his Smash 
debut, but I think it was a missed 
opportunity by Atlus not to get a 
Switch port of Persona 5 on store 
shelves immediately following that 
big reveal. One may still be on the 
way - the company's been teasing 
announcement after announcement 
— but it should have happened 
already, especially since the first few 
months of 2019 on Switch have been 
light on new games. 

But enough of my musings on 
marketing! Joker's here, and whether 
you knew him before or not, he's a 
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snazzy addition to the Smash cast. | 
mean, just look at how he carries 
himself! This Phantom Thief is all 
about style, and that critical part of 
his personality is conveyed perfectly 
in his Smash interpretation. 

Everything surrounding him is 
super stylish, too, like the new stage 
that has joined him, Mementos, 
which changes its color scheme to 
match the background music that 
plays while you’re fighting. Persona 5 
tracks are here, of course, but also 
music from Persona 4 and Persona 3 
— again, that’ll mostly only be appre- 
ciated by existing Persona fans, but 
it’s all catchy regardless. 

The most important thing is how 
Joker plays, though, and he manages 
to feel unique among the crowd of 
70+ other fighters, which is a feat. 
His attacks have him wielding his 
long-bladed knife with stylish twirls 
— then he can follow up with his 
Neutral Special, simply called "Gun." 
Yep, it’s just a gun. That used to 
be taboo for the Smash series, 
but | guess exceptions 
were made yet again 
here! It pops off 
bursts of bullets for 
chipshot damage. 


Joker’s Side Special is a magic 
spell that causes lingering damage 
for a while after it connects, his Up 
Special is a grappling hook to latch 
onto edges or pull foes down to his 
level from above and his Down 
Special is a counter/reflect that helps 
charge his unique "Rebellion Gauge." 
Once that fills up, Joker removes his 
mask and summons Arsene, his ally 
Persona that boosts all of his Special 
attacks for a limited time. His Up 
Special gets the biggest 
boost, becoming a 
massive vertical 
leap with wings. 


His Final Smash is one last callout 
to the style of Persona 5, which is a 
good wrap-up for Joker — he’s just 
pure fanservice for a great game you 
may or may not have played if you 
don’t also own a Р54. You can buy 
him separately in "Challenger Pack 1" 
for $5.99 if you didn’t already spring 
for the Fighters Pass. If you’re a big 
Persona fan, go for it! Otherwise, 
maybe hold off a while? - LUCAS 


COMIC BREAK 
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Inpressivetlt 
From start to finish, MONDO SPEEDY? # 
it only took you I GOTTA SAY, 
30 minutes to get here? YOUR LAWN DECORATIONS 
JS ESE GET MORE AND MORE 
DANGEROUS EVERY YEARt# 
Why, thank yout 
I'm very proud of 
mu Setup, I must admit. ALSO WHY DOES YOUR LAWN 
ee eee. sm] SPAN ACROSS, LIKE, 
€ DIFFERENT WORLDS? 


Ssshhh, 
don't worry about that. 
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AN ALL-NEW MENU 


THERE’S A LOT to cover when it comes to all-new construc- 
tion kit content in Super Mario Maker 2, so let’s jump right in! 
One of the key worries fans had about Super Mario Maker 
making the leap to Switch centered on its user interface. The 
Wii U original relied heavily on the built-in touchscreen on the 
GamePad controller, and that feature’s no longer available in 
this new Nintendo generation! True, the Switch screen accepts 
touch input when the console is used in Handheld Mode, but 

when it’s docked and outputting its video feed to a TV, you 
can’t get at the screen any more. 

Enter an all-new menu system! Nintendo has devised a set 
of multiple radial selection wheels to allow for quick access to 
stage-building elements, all controllable with fast button 
presses and flicks of the Control Stick. The ring menus are 
separated into categories, so you'll have basic building blocks 
on one, items on another, enemies on a third and the quirkier, 
harder-to-categorize extra pieces on a fourth. Perhaps you'll 
also be able to customize your own "Favorites" ring menu, 
similar to the Favorites bar in the first game? 

Creators may still end up preferring touch control and do 
their building with their Switch systems played portably, as 
these new menus certainly won't be as speedy as wielding a 
stylus once was. But, with practice, they should come close! 


34 ISSUE #39: BRICK BY BRICK 


BY LUCAS M. THOMAS 


EXTRA VERTICALITY 


THE VERY FIRST Super Mario Bros. was a strictly horizontal 
affair — Mario began each level on the left and he ran (or 
swam) straight to the right to reach the end goal. If he ever 
traveled up off the top of the screen by climbing a vine or 
went below the ground by entering a pipe, the screen would 
never smoothly scroll to follow his change in vertical position 
— you'd just see a full screen transition instead. 

Beginning with Super Mario Bros. 2, though, actual vertical 
sequences began to be a part of our hero's adventures. Later 
games pushed him higher and higher still, scrolling the screen 
in all directions and at all elevations across wide-open worlds. 

... 50 it was a bit disappointing when the maximum height 
for any created level in the first Super Mario Maker was just 
two screens tall. Luckily, Super Mario Maker 2 seems to be 
fixing this oversight! 

While we don't yet know what the new maximum vertical 
length of an SMM2 level will be, it's clear that Nintendo is 
going to give us a lot more room to breathe in that regard and 
allow us to make our own takes on traditional "tall" Mario 
levels like the Pipe Land climbs of Super Mario Bros. 3 or the 
towering fortresses of New Super Mario Bros. U. Maybe we'll 
even be able to do the old left-right screen wrap trick? That 
would help me make a great new Ice Climber-inspired stage! 


| Custom Scroll ДЕ] 
A 


v 


о000005400 0231 


THE NEW 3D WORLD THEME! 


THE BIGGEST, FLASHIEST, most dumbfoundingly unpredictable 
addition to Super Mario Maker 2 has to be its all-new Super Mario 
3D World theme! Previously, you could choose between four past 
games’ visual styles when crafting a stage: the original Super 
Mario Bros., Super Mario Bros. 3, Super Mario World or New Super 
Mario Bros. U. While all visually distinct, each of those titles was 
fundamentally the same from a gameplay perspective, meaning it 
made sense to include each of them and allow you to swap back 
and forth between them as you built. 

But Super Mario 3D World? It’s not fundamentally the same at 
all! It's a 3D game, not a 2D sidescroller — so no one could have 
guessed that Nintendo would choose it to become the fifth visual 
theme in Super Mario Maker 2. But, sure enough, they did, so now 
you can create your own 3D World stages! 

... With one important caveat: Stages built in this theme do look 
like they're in 3D, but the gameplay remains a strictly 2D experi- 
ence. It's like a hybrid game that never previously existed, which is 
a lot of fun! We amateur artists get to be the ones who pioneer its 
levels instead of the pros in Kyoto. 

A unique bit of visual trickery makes the whole thing function, as 
stage elements in the center of the screen — where Mario does 
most of his running and jumping — appear flat from the camera's 
perspective. It's only toward the edges where you get to see their 
depth, getting a look at, for instance, the sides of the bricks below. 
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But the big game-changer in the 3D World theme is the return of 
Cat Mario! When you pick up the Super Bell power-up, Mario will 
suit up like a fine feline and gain the unique abilities he first used 
in 2013. Cat Mario can clamber straight up vertical walls, for one, 
and he can also slash with his claws to attacks enemies right in 
front of him — or dive into them with a diagonal air dash to strike 
from above. Presumably, Cat Mario will be exclusive to 3D World 
levels, just like you can only turn into Raccoon Mario in the SMB3 
theme, or how Cape Mario is only in the Super Mario World style. 
(But it'd be fun to be wrong on that! 8-bit Cat Mario would be cute!) 

And the Cat Suit might not be the only element that stays locked 
into the 3D World look — some more examples are on the next 
page over. If most of these things don't make the transition back in 
time to be usable in the earlier themes, though, that will be a bit of 
a break from how the first Super Mario Maker approached things — 
it only had a small handful of items 
and objects that didn't show up 
in every accessible 
theme. We'll see! 
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FEATURES 


MORE THAN MARIO 


LET’S CLOSE THINGS out — for now — with what may turn 
out to be the most impactful addition in Super Mario Maker 2, 
from the standpoint of making stages that feel and play in 
distinct ways: multiple playable characters! It’s another fresh 
feature that Nintendo didn’t come right out and confirm when 
the game was first unveiled, but Cat Luigi is right there on the 
game's key art (and box art), and big Builder Mario's actively 
placing him into a level. There's no way we're not getting a 
playable Luigi after that in-your-face tease. 

But there's more! Toadette and Blue Toad pop up in the 
same promo art, and Toadette's wearing a Cat Suit — which 
she's actually never done before, as she wasn't playable back 
in Super Mario 3D World. Why put her in the art and in that 
outfit if she isn't also going to be another possible player 
character? 

You can keep on going for more choices if you want: Other 
playable characters in past Mario games, besides Mario, 
include Princess Peach, Princess Daisy, Rosalina and Nabbit 
(whose unique invulnerability to enemies could make for 
some interesting levels). And if Toadette is going to be avail- 
able, would she bring her personal Super Crown power-up 
along from the recent New Super Mario Bros. U Deluxe? 
Again, every new option added just multiplies the different 
ways that players could approach creating new stages. 

The question, though, is how will multiple characters be 
handled? Will players get to choose who they want to 

use before tackling a course, or will creators lock in 
the selection for them ahead of time? If you begin 
a level as one character, will there be a way to 
switch partway through? I can't wait to find out! 


40 ISSUE #39: BRICK BY BRICK 


COMIC BREAK 
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РОКЕМОМ: 


DETECTIVE PIKACHU 


The world-famous Pocket Monsters make their live-action debut! 


IT’S ALMOST HERE! This May, the 
Detective Pikachu movie will finally be 
hitting theaters worldwide — and it’s 
one of the most anticipated video 
game movies of all-time. It’s gotten so 
much hype, there’s а/геаду plans for a 
sequel, mostly thanks to perennial 
superhero Ryan Reynolds appearing in 
the title role. What other secrets are 
yet to be uncovered as the clock ticks 
down to release day? 


FROM 3DS TO THE BIG SCREEN 
Around the same time that Pokemon 
GO was reigniting the Poke-fandom, 
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Legendary Pictures secured the rights 
to develop a live-action Pokemon 
movie. Rather than have the first live- 
action title be based on Ash Ketchum's 
journey, though, the producers and 
The Pokémon Company chose to base 
the story on the Nintendo 3DS game 
Detective Pikachu — two years before 
it was even announced for an English 
release! 

For those not familiar with the 
game (which we reviewed in Issue 
#33), it's one of the only Pokémon 
titles that doesn't involve battles or 


catching. It takes place in Ryme City, 


described in the movie as "a celebra- 
tion of the harmony between humans 
and Pokémon." In the original game, 
Tim Goodman comes to Ryme City in 
search of his missing father Harry and 
encounters his father's former 
Pokémon partner: a coffee-swilling 
Pikachu who wears a deerstalker hat. 
Even more bizarre is the fact that Tim 
and Detective Pikachu can understand 
each other perfectly, and the two of 
them work together to unravel a 
nefarious plot with the help of the 
Baker Detective Agency and the Global 
News Network TV station. 


LI 


I A 


The movie version of Tim Goodman 
(played by Justice Smith) has a little 
more backstory than in the original 
game: As a child, he was excited to go 
on his Pokémon Trainer journey as all 
10-year-olds do, but his dreams were 
derailed when tragedy struck his 
family. Eleven years later, Tim, who is 
now an insurance agent, returns to his 
father’s Ryme City apartment after 
learning of his disappearance. It’s 
there where he has his first fateful 
encounter with Detective Pikachu. At 
first, the two of them are fearful of 
each other, but they warm up to one 
another, especially after Detective 
Pikachu discovers Tim’s Pikachu- 
themed childhood bed. "I’ve never 
been so flattered and creeped out at 
the same time," he quips. 

While in the game Tim’s allies 
included his father’s colleagues in the 
Baker Detective Agency and Global 
News Network personnel Emilia 
Christie and Meiko Okamoto, there are 
some new characters created for the 
movie who will assist Tim in his quest 
for the truth. These include Lieutenant 
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Yoshida of the Ryme City police force 
(played by Ken Watanabe) and his 
partner, Snubbull. He’s been a close 
friend of the family for years, and sees 
the same sense of justice in Tim that 
he first saw in Harry — even if Tim 
doesn’t want any part of it. Tim’s other 
ally is Lucy Stevens (played by Kathryn 
Newton), an intern journalist who's 
also on the trail of Tim’s father with 
her partner, Psyduck. "Harry was on to 
something big. Real big," she tells Tim, 
as the two of them set off to find the 
truth. Who — or possibly what — was 
responsible for Harry Goodman’s car 
being blown off a bridge and crashing 
in flames, and what was the "some- 
thing big" he was onto? 


WHO'S THAT POKEMON? 

But enough about the people - let's 

talk about the Pokémon! Pokémon 

from all seven current generations are 

MOVIE. DISTRIBUTER: WARNER BROS. 
PRODUCTION BY: WARNER BROS, 

LEGENDARY PICTURES, THE POKÉMON 
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represented, from the Bulbasaurs of 
Kanto to Alola's Morelulls, and you've 
never seen them portrayed in such a 
realistic manner before: fluff, feathers, 
scales and fangs. In fact, the concept 
art of the over 60 Pokémon that 
appear in Detective Pikachu was done 
by artist RJ Palmer, who by day works 
for Ubisoft and created various "realis- 
tic Pokémon" art pieces as a hobby — 
until the people at Legendary Pictures 
came calling! The СС! work used to 
bring the Pokémon to the big screen is 
being handled by many of the artists 
who worked on Disney's live-action 
version of The Jungle Book, as well as 
the Harry Potter spin-off Fantastic 
Beasts and Where To Find Them. 
While you'll see Ludicolo reprising 
its role from the original game serving 
coffee at the Hi-Hat Café, there are 
other Pokémon that will have their 
turn in the spotlight, like a Mr. Mime 
who finds himself at the wrong end of 
Tim and Detective Pikachu's "good 
Cop, bad cop" routine, with hilarious 
results. Another scene features an 
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underground Pokémon fight club, 
where Detective Pikachu finds himself 
facing off against a mean, menacing 
Charizard that seems to be under the 
influence of a performance-enhancing 
drug — something that players of the 
original game will find very familiar. 
The sequence even includes a contri- 
bution from the audience of the 2018 
Pokémon World Championships, 
whose cheers for the battlers were 
recorded for the movie! 

The filming process took several 
takes in order to integrate the live 
action with the CGI, involving puppets, 
costumed stand-ins, and, in the case 
of the Psyduck that travels in Lucy’s 
backpack, a heavy wad of blue tape, 
before everything was integrated into 
the finished product. Reynolds’ role as 
Detective Pikachu involved the most 
work, as it involved both facial motion 
capture and voice recording (except 
for a few instances of Ikue Otani's 


b. 


iconic "pika pikas"). In a hilarious 
"Outside the Actor's Studio" video, 
Reynolds described the amount of 


effort it took for him to truly get into 
Detective Pikachu's shoes (paws?), 
including completely losing himself in 
the role enough to not pick his daugh- 
ters up from school — because 
Detective Pikachu doesn't have kids! 


VISIT THE POKÉMON CENTER 

Of course, it can't be a Pokémon 
movie without the merchandising. 
There's Detective Pikachu plush toys 
(which you can see on Page 14), along 
with Mega Construx sets, Burger King 
kids' meal toys, a set of special 
Pokémon Trading Card Game promo 
cards, a graphic novel adaptation and 
Ryme City-themed apparel from the 
official Pokémon Center. If you're a 
fashionista with money to burn, 
there's also a line of Detective Pikachu 
haute couture! 

Finally, we hope the movie will 
answer a few lingering questions that 
were left unanswered in the original 
game. What questions? One way or 
another, you'll have to find out! 

— REBECCA 
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MARVEL ULTIMATE ALLIANCE 3: 
THE BLACK ORDER 


Keeping the Marvel movie momentum going! 


THE ANNOUNCEMENT OF Marvel 
Ultimate Alliance 3: The Black Order as 
a Switch exclusive is a huge deal. The 
Marvel brand is extremely popular 
right now, and only seems to grow in 
terms of scope and recognition year 
after year. Captain Marvel tore up the 
box office mere months ago, then 
paved the way for Avengers: Endgame 
to shatter even more records. The 
Switch getting in on the Marvel action 
with a new game kept all to itself not 
only hypes up current owners, but 
gets a ton of new eyes on the platform 
as well. This game could be huge. 
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But even with all the excitement, | 
had pretty much zero interest in 
Marvel Ultimate Alliance 3 when it was 
revealed. That’s because | was living 
with a dirty secret: Not only had | 
never really dabbled in comic books, 
but | hadn’t seen a single Marvel 
movie! | missed out on the entire build 
of the Marvel Cinematic Universe, and 
the millions upon millions of fans it 
pulled in along the way. So when 
Ultimate Alliance 3 was first shown, | 
knew it was time for me to finally get 
into the Marvel movies and see what 
they were all about. The rest is history. 


| now couldn't be more excited for 
Marvel Ultimate Alliance 3: The Black 
Order! | watched all the movies, which 
spurred on a desire to check out comic 
books, and now I'm a full-on comic 
freak! With my transformation, how 
could | not be pumped for this game?! 
It pulls together even more characters 
than we've seen in the Marvel films! 
The Avengers, the Guardians of the 
Galaxy, the Defenders, the Inhumans, 
the X-Men and many more are all jam- 
packed into this experience. You even 
get Captain Marvel's first appearance 
in this series, as Ultimate Alliance 2 
was released so many years ago that 
she was still called "Ms. Marvel" in it! 

Not only is Marvel Ultimate Alliance 
3: The Black Order a gathering of 
amazing Marvel properties, it's also a 


collaboration between some interest- 
ing publishers and developers. 
Previous Marvel Ultimate Alliance 
games involved the likes of Activision, 
Vicarious Visions and others. This 
third installment is published by 
Nintendo, but developed by Team 
Ninja of Ninja Gaiden and Dead or 
Alive fame. It also marks the first time 
that Nintendo has ever been the pub- 
lisher of a Marvel title! The develop- 
ment and publishing side of this game 
is like a comic crossover in and of 
itself! 

While the developers and publish- 
ers have changed, it seems the series’ 
signature gameplay is mostly remain- 
ing the same. Marvel Ultimate Alliance 
3 will give you all sorts of action/RPG 
activities that can be taken on solo or 
made much more enjoyable with the 
addition of some co-op buddies — 
either on the couch or far from home. 
Gather up friends in real life or online 
to battle the Black Order, a team of 
supervillains who will stop at nothing 
to take over the universe. As you level 
up, you gain access to a vast collection 
of attacks, including super powerful 
combo moves that have you combin- 
ing forces with your teammates to 
devastate your adversaries in incredi- 
bly flashy fashion. 

So after you enjoy Avengers: 
Endgame in a theater near you, make 
plans to dish out your own Thanos 
beating in Marvel Ultimate Alliance 3: 
The Black Order, which launches this 
July. Which hero will you choose to 
land the final blow against the villain- 
nous, finger-snapping Mad Titan? 

— KEVIN C. 
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THE LEGEND OF ZELDA: 
LINK’S AWAKENING 


ls another Maker in the making? 


THIS MAY BE way off the mark, but 
I’m just going to go ahead and throw it 
out there anyway — | think the new 
Switch remake of The Legend of Zelda: 
Link’s Awakening could be laying a bit 
of extra foundation for a future Zelda 
Maker game. 

When it was first revealed to the 
world earlier this year, the visual style 
of this Re-Awakening was met with an 
array of mixed opinions. Some praised 
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its approach, immediately appreciat- 


ing its new toy-like look — while others 


ound its plasticky presentation to be 
a bit out of place. A common com- 
plaint that came from the naysayers 
was that this new Koholint Island is 
oo faithfully translated from the 
original Game Boy game. 

And it's true! Just check out this 
pair of comparisons between the old 
version and the new — it absolutely is 
a one-for-one, block-by-block rebuild- 
ing of the original game's map, with 
plants growing in perfect square spots 


on the ground, rocks snapped pre- 
cisely to that same hidden grid and 
more. It does seem unnatural and 
rigid in the wake of the last Switch 
Zelda experience: the free-flowing 
Hyrule of Breath of the Wild. 

And yet! Perhaps Nintendo has 
gone for the grid-like look and slavish 
faithfulness to the Game Boy source 
material because these same assets 
are going to serve another purpose 
after this adventure comes and goes. 
One of the core features of the first 
Super Mario Maker was its ability to 
let users swap the visual style of their 
stages-in-progress at any point in the 


PREVIEWS 


construction process: The same level 
could be made to look like Mario 1, 
Mario 3, Mario World and New Super 
Mario Bros. U. If Nintendo were to 
continue the Maker series and let it 
expand to the Zelda brand, then they'd 
need to offer a similar variety of looks, 
right? But top-down Zelda hasn't been 
on a console for a long time, so there 
wouldn't have been a modern, 3D, HD 
option to offer creators... but now, 
there will be one such look in the 
books. 

Imagine a Zelda Maker that lets you 
build a Hyrule that looks like Zelda 1, 
Zelda 3, the old Link's Awakening or 
this new remake, all swappable back 
and forth between each other. Makes 
the square-shaped grass patches and 
grid-locked rocks make more sense, 
huh? Again, | may be way off, and such 
a Zelda Maker may never happen. I 
just think this game makes that game 
more of a possibility! — LUCAS 
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GET READY FOR Galar! 

The Pokemon series has adapted 
real-world locations from Japan four 
times, then the United States, then 
France and then the United States one 
more time, and for the upcoming 
eighth generation of the mainline saga 
we're jetting off to the U.K. The new 
Galar region is based on the United 
Kingdom, bringing us the Роке-мопа 
analogs of iconic destinations like 
London, Scotland and the miles and 
miles of idyllic countryside stretched 
between the two. Fittingly for sucha 
setting known for its history of castles 
and kings, the names of the games will 
be Pokémon Sword & Shield. 
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You'll come across a castle or two 
on your northward journey up through 
Galar, seemingly making your way ulti- 
mately to Poké-London at the upper- 
most reaches of the massive island 
that contains the entire region. Yes, 
that's right — Galar may be based on 
the U.K., but it's also been flipped 
upside down in the transition, so when 
you start your quest in the south, it's 
the Scotland area you're setting out 
from. 

Reinforcing that fact is the default 
hat worn by the female protagonist 
this time: a tam o'shanter, which is as 
Scottish as a piece of headgear can 
get. The male Trainer, meanwhile, 
seems to be defined by his ridiculously 
enormous rectangular backpack, 
which is sure to give him chronic back 
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pain before he even makes it to the 
first Gym. 

Yes, Gyms are back! After taking a 
break in Sun & Moon, Sword & Shield 
will restore the quest for Badges as a 
core focus of the adventure here — at 
least, we think so. Gyms seem to be 
fundamentally different in Galar, as 
they all appear to be located within 
huge soccer stadiums. Will there be 
some kind of sports-esque gameplay 
that takes place there, or is it simply a 
different style of venue to host other- 
wise normal Pokemon battles? 

One element that’s unchanged from 
Sun & Moon is how wild Pokemon are 
encountered: They’re once again invis- 
ible before a battle begins, appearing 
at random when walking through tall 
grass, as has been the tradition since 
way back in Pokemon Red & Blue. It’s 
a little odd to see the series continue 
down this road after last year’s Let’s 
Go, Pikachu! & Let’s Go, Eevee! went 
the opposite direction and made all 
Pokémon visible in the overworld, but 
| can understand why Game Freak is 


choosing to stick with tradition for this 
mainline sequel. Let's Go was full of 
old monsters! It didn't matter if you 
saw them ahead of time or not. But 
Galar has been promised to be packed 
with dozens upon dozens of all-new, 
never-before-seen creatures, and for a 
first encounter with any one of them, 
you definitely want to have that "What 
in the world is that?" reveal moment 
once the battle begins — instead of 
just seeing a brand-new 'mon lazily 
walking across a dirt road. 

Speaking of new Pokémon, we've 
been given a look at the three new 
starters that you'll choose between 
when setting out on your Galar region 
adventure. Which one will you pick? 

You'll have plenty of time to make 
your decision, because Pokémon 
Sword & Shield are not due to arrive 
on store shelves until "Late 2019." And 
if Nintendo keeps with tradition, that 
most likely means November, right 
before Thanksgiving. So we've got a 
while to wait, but it's great to already 
have a glimpse of Galar! - LUCAS 


If there’s one thing the United Kingdom is 
known for, it’s its vast array of wild simian 
species. | mean, when you think of Britain, 
you think of monkeys, right? 

Well, OK, so Game Freak doesn't always 
keep their animal inspirations in line with 
the real-world locations that their regions 
are referencing. In the Pokémon world, I'm 
sure there's a perfectly reasonable explana- 
tion for why a species of Grass-type chimps 
would want to make the Galar island their 
home! 

In fact, the Sword & Shield debut trailer 
may have given us a clue. In it, we see that 
Grookey has the power to inspire plants to 
grow with the rhythmic tapping of its handy 
stick. The scene takes place in the middle of 
one of Galar's steampunk-looking industrial 
cities — a location in which you wouldn't 
normally think a lot of plantlife would 
thrive. So perhaps that's exactly why the 
Grookey is there! It’s a gregarious little 
helper who is ensuring that grass and trees 
can continue to flourish even when sur- 
rounded on all sides by the encroachment 
of technology and pollution. 

Grookey's drumming action with that tiny 
stick might also give us a clue as to which 
direction its evolutions could take. Even 
more of a musical focus, maybe? I could see 
Grookey growing into a great Grass-type 
ape who keeps the beat in battle and always 
stays in tune with the rhythm of nature 
around it. 

Or, you know, maybe it'll just turn into a 
Goku-like monkey king with a Power Pole! 
(But Infernape already took that route.) 
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While Grookey is happily helping grass to 
grow, Scorbunny is often busy doing the 
exact opposite: scorching the earth! This 
Fire-type rabbit expels flames from the 
bottom of its lucky feet, and you'll know 
when one has been hopping by recently, 
because you'll see footprints literally 
burned into the ground. 

Scorbunny doesn’t seem to be angrily 
causing harm to the world around it, or 
even doing so intentionally — | mean, what 
would you do if you were a literal hotfoot 
and you also just couldn't help yourself 
from running and jumping around every- 
where you go? This bold bunny is doing the 
best job it can. 

The Sword & Shield debut trailer also 
gave us a look at Scorbunny's serious speed, 
as it seems to run so quickly that it can scale 
nearly vertical surfaces entirely on foot. It 
also has some major jumping skills — which 
you could have probably guessed, given 
that it is a rabbit, after all. 

Fans have been trying to predict the evo- 
lution path that Scorbunny will take, and | 
most agree with those who think it will 
involve sports in some manner - this is a 
bunny that looks a lot like a soccer player in 
a game that is filled with soccer stadiums. 
I'm just worried, like many others, that 
Game Freak may be going back to the Fire/ 
Fighting combo for its final form. Don't!! 
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Finally, here’s our good buddy and the 
immediate darling of the greater Pokémon 
fandom on the Internet, Sobble. Sure, fans 
are split between which of these three is 
their favorite, as always happens when each 
new trio of starter options is revealed in the 
lead-up to each new mainline Pokémon 
game release. But among this particular set 
of three, popularity polls have given this 
little Water Lizard the slight edge over the 
Fire Bunny and the Grass Monkey (that 
funky monkey). 

Sobble just seems relatable. When it first 
appears in the debut trailer, it doesn’t 
actually appear at all — because it’s invisi- 
ble, hiding itself in a decorative fountain 
with some kind of chameleon-esque camou- 
flage. It’s a little skittish, you see. Reticent 
to engage in social situations. Reluctant to 
put itself out there, as it’s more comfortable 
observing what's going on from a safe 
distance. 

Again, relatable. And keeping its distance 
doesn't seem to be any detriment to its 
ability to battle, either, as it’s perfectly 
capable of shooting out a Water Gun as a 
ranged attack and staying well away from 
possible retaliation. 

Sobble's evolution will be the most inter- 
esting to see. Will it gain more confidence as 
it grows, ultimately pushing its timidity 
aside? Or will it slink down further into the 
shadows? Either direction could make for a 
truly unique final form! 
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DRAGON 


ECHOES OF AN ELUSIVE AGE 


- DEFINITIVE EDITION 


The Switch gets the game's ultimate version. 


A NEW DRAGON QUEST draws 
near! Finally, after missing out on both 
Dragon Quest X and the 3DS version of 
Dragon Quest XI here in the States due 
to neither one being localized, Switch 
owners will be rewarded for their 
patience with the upcoming arrival of 
Dragon Quest XI S: Echoes of an 
Elusive Age — Definitive Edition from 
Square Enix! Once again featuring the 
efforts of the three celebrated main- 
stays of the Dragon Quest series — 
designer/writer Yuji Horii, renowned 
artist and Dragon Ball creator Akira 
Топуата and composer Koichi 
Sugiyama — DQXI has been praised by 
many as the best installment of the 
Dragon Quest series so far. 
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Many Dragon Quest fans in the 
West were disappointed that the 3DS 
version — which featured a 16-bit- 
styled representation as opposed to 
the fully fleshed out 3D world of the 
Sony PlayStation 4 offering — never 
made it to our shores. Fortunately, 
this has now been rectified in a major 
way: Dragon Quest XI 5 is an enhanced 
version of the original, featuring the 
ability to choose between enjoying 
either the fully realized 3D world of 
Erdrea or utilizing the 16-bit graphic 
scheme seen in the 3DS version! And 
there are also new story sequences to 
play through that focus on each of the 
main characters, too. 

You'll also have the ability to 
choose between either the English or 
Japanese voice soundtrack. The music 
is now fully orchestrated, too! 


If you’ve played any of the Dragon 
Quest games in the past (hopefully 
you have, they’re great!) then you 
know what to expect: a classic JRPG- 
styled romp with an excellent story, 
memorable characters, great music 
and silly, silly name puns. This install- 
ment is no different — you are the 
Luminary, the legendary hero chosen 
by the world tree Yggdrasil to save the 
world from a great evil... but things 
don't always go the way the hero 
expects them to. Destruction, betrayal 
and larger-than-life battles are all part 
of this latest installment of one of the 
most revered role-playing game series 
in video game history. And this sequel 
is no short walk to the store: It's a 70- 
hour experience, not including side- 
quests and other distractions like 
crafting, forging and exploring the 
vast scenery for hidden treasures, 
which can push your time spent here 
to over 100 hours. 

Other featured mechanics include 
the absence of random battles — 
instead of fighting Slimes and Drackies 


SAT 


every three steps, you can now see 
each of your prospective combat 
opponents on the world map and can 
interact with those you wish to battle. 
Of course, some will chase you if they 
see you, so be prepared for that! You 
also have the ability to change your 
position on the battlefield during skir- 
mishes (which has no battle effect, 
unfortunately) as well as change the 
speed of the battle itself. 

Being able to avoid getting into 
battles whenever you want is perfect, 
too, for those players who'll just want 
to spend long stretches of time simply 
exploring their surroundings. The 
world of Erdrea is nothing short of 
beautiful, expansive and filled with 
detail — and the characters and 
enemies found within are similarly 
appealing. 

You'll be able to see for yourself 
soon! But not too soon, unfortunately. 
Dragon Quest XI S isn't due to release 
until this Fall. Take these last months 
to get ready, because you've got a 
long journey ahead of you! - THOR 
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PREVIEWS 


DRAGON QUEST BUILDERS 2 


Midenhall wasn't built in a day. 


SQUARE ENIX MUST really love us, 
because not only are we receiving the 
phenomenal Dragon Quest XI S later 
this year, but Dragon Quest Builders 2 
is also heading our way on July 12! 
Brought to you by the same legendary 
trio of Yuji Horii, Akira Toriyama and 
Koichi Sugiyama, Dragon Quest 
Builders 2 once again takes all the 
monster-slaying fun of the classic 
Dragon Quest series and combines it 
with the world-building and crafting 
fun of Minecraft — and greatly 
expands it! 

Loosely based on the events of the 
original Dragon Quest II, the story of 
Builders 2 revolves around the malev- 
olent Children of Hargon, who have 
outlawed all building, crafting and 
general creating in order to maintain 
their hold over the population. You are 
an apprentice builder who wakes up 
on the Island of Awakening, saved 
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from drowning by the mischievous but 
amnesic Malroth. (There is an air of 
mystery that surrounds Malroth, but 
will we find out what he's all about?) 
Together the two of you literally build 
your journey from the ground up by 
developing towns, fixing ramshackle 
buildings and establishing all the nec- 
essary fixin's for a society to survive in 
a world filled with creatures that can't 
wait to eat humans for dinner. 

In this sequel there are a number 
of enhancements and improvements 
over the first game — first and 
foremost being the sheer size of the 
world! It looks to be much larger than 
the original's, and if the difference 
between the original and sequel 
Dragon Quest games are any indica- 
tion, we're in for a treat. New addi- 
tions to the gameplay include the 
ability to set up a farm, glide through 
the air from high spots on the map to 
lower areas (wait, that sounds kinda 
familiar!) and direct rivers, create 
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waterfalls and establish pools. 

Oh, did | mention the flying car? 
And there’s also the option to fast 
travel from one point in the land to 
another via a miniaturized overworld 
map. 

The largest addition, though, has to 
be the inclusion of a multiplayer 
mode. This new mode is online and 
can host up to four players at a time, 
so gather your friends from near and 
far and get to work building those 
statues honoring Akira Toriyama’s past 
comic work! (I am SO going to build a 
Dr. Slump and Arale statue!) Add on 
top of the larger map and new abilities 
an expanded set of sidequests and 
puzzles, more recipes and even more 
medals to collect which unlock even 
more excitement, and you have a 
game that will keep you busy for a 
long time to come. Then don't forget 
to search out the mini-bosses, because 
defeating them rewards you with more 
goodies! 

Another exciting addition to the 
crafting side is the help you'll receive 


for larger projects. As you progress 
through the game, you'll receive assis- 
tance from a group of villagers that 
gets bigger the more you play. This 
will help cut down on the time needed 
to finish specific requests and get you 
back into the action. 

Personally, I'm looking forward to 
the action/adventure aspects of the 
monster fighting found within. As a big 
fan of games like Secret of Mana and 
the Legend of Zelda series, | greatly 
enjoy being able to directly thump bad 
guys without having to solely rely on 
menus to control the action. 

For those who have the original 
Dragon Quest Builders for the Switch, 
you'll be able to receive the ability to 
craft both the Legendary Builder's 
clothing and the throne of the 
Dragonlord. There will also be DLC 
packs available in the future, with two 
announced so far. So much to do! 

So, can you defeat the Children of 
Hargon while remodeling a kitchen for 
your neighbors? We'll all get to find 
out together on July 12! - THOR 
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SHOVEL KNIGHT: 
TREASURE TROVE 


Weren't we, uh, supposed to be playing this by now? 


FOOL ME ONCE, shame on you. 
Fool me twice, shame on me. 

Perhaps | am a fool. When I first 
allowed Shovel Knight to claim the 
cover spot of the seventh NF issue 
way back in January 2014, | did so 
because the game's release was 
seemingly imminent — but it ended 
up getting pushed back and didn't 
actually launch until June of that 
year. And now history is repeating 
itself! We just published NF #37 this 
past January and once again put 
Shovel Knight in the spotlight (in its 
finalized Treasure Trove form) — 
and we did so knowing it was a bit 
early to do so, since that finalized 
release wasn't due to debut until 
April 9. "It all comes to an end on 
April 9, 2019." That's what | said 
just two issues ago, trying my best 
to tie a bow on the five-year stretch 
of time it's taken Yacht Club to 
finish this one game and its many 
spin-off bonus campaigns. 
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But, again, | was a fool. Because 
April 9 has come and gone and the 
wait for the final release yet lingers 
on, as the game's been delayed yet 
again. 

I'm not worried about the 
quality of the final product. | know 
both the King of Cards single- 
player campaign and multiplayer- 
focused Showdown game will be 
wonderful. I'm just frustrated! | 
want this story to be over so Yacht 
Club can move on. | want to see 
what's next from this talented 
team, and not be watching more 
months fall away while still sitting 
in this seemingly interminable 
waiting room. 

Word has it that the Yacht Club 
team just needed one final stretch 
of time to iron out all the many dif- 
ferent platform versions of the 
game that will launch simultane- 
ously alongside the Switch SKU 
we're most looking forward to. I 
hope that's all it is! / want to dive 
into the full Trove, now! - LUCAS 
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PERSONA 


NEW CINEMA LABYRINTH 
Joker keeps the 3DS kicking past its eighth birthday. 


FANSERVICE CAN BE a double- 
edged sword. While Persona 5's 
Joker has stolen his way into 
Smash Bros., his first dedicated 
game on a Nintendo platform will 
likely not be a good fit for the 
uninitiated. Persona Q2: New 
Cinema Labyrinth is both a spin-off 
and a sequel; a dungeon-crawling 
RPG that will bring together char- 
acters and lore from at least four 
previous Persona games and 13 
years of gaming history. 

Thus far, Persona Q2 looks to be 
filled with enough references and 
in-jokes to make it completely 
incomprehensible to newcomers. 
Instead, the aim is to offer 
hardcore Persona fans a deeply 
satisfying nostalgia trip — which 
might be why we're getting this on 
the 3DS rather than the Switch. 

Developer Atlus is appropriately 
cautious about the game, electing 
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not to bother with an English audio 
dub in favor of simply subtitling the 
Japanese voice actors. After all, the 
small audience of fans for whom 
this game was made will likely be 
willing to tolerate a little extra 
reading. 

In all fairness, it certainly does 
look like those fans are in for a 
treat. The game's special Showtime 
Edition is particularly enticing, 
coming with an art book, a pack of 
playing cards and even an adorable 
Koromaru plushie. (As a litmus test, 
if you don't smile knowingly at this 
toy dog, you're probably not going 
to make much sense of the game 
itself.) 

So Persona 02 isn't for every- 
body. But if you've played Personas 
3, 4, 5 and Q: Shadow of the 
Labyrinth, and if you prefer subs to 
dubs (and if you can still find your 
3DS charger at this point) then this 
game will almost certainly make 
you very happy. - MATTHEW L. 
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TEAM SONIC RACING 


First one animal will get behind the wheel... 


AFTER A BIT of a delay, the time is 
very nearly upon us, as Sumo 
Digital’s spin-off from the Sonic & 
Sega All-Stars Racing series will be 
zooming onto a Nintendo Switch 
near you on May 21. 

With that said, Sega is still 
holding its cards close to its chest 
with regards to info about the 
game. The latest news came from 
their "Gotta Go Fast: The Official 
Sonic the Hedgehog Panel" at 
SXSW 2019, where they revealed a 
more in-depth look at the kind of 
customization you can expect when 
you’ve got a few moments to spare 
in the garage. 

Not only will earning in-game 
credits allow you to be able to swap 
out parts across the front, rear and 
wheels of your vehicle in order to 
modify your racer’s performance in 
categories such as acceleration, 
boost, top speed, handling and 
defense, but these will alter the 
look of your car as well. You can 
also choose from a variety of dif- 
ferent horns, ranging from specific 
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character sounds to boings, roars, 
pops, train whistles, organs and 
more. 

But where you can truly make 
your ride stand out on the track is 
in the paint customization, as you'll 
be able to trick things out with dif- 
ferent themed paint kits that can 
be modified into different colors, or 
further augmented with glow parts. 
On top of that, you can apply cus- 
tomized vinyls to add that extra 
personal touch. 

Also announced was that the 
same week the game launches, its 
soundtrack will be available in the 
three-disc "Team Sonic Racing: 
Maximum Overdrive," featuring 
tunes performed by Crush 40, 
Hyper Potions, Jun Senoue, Takeshi 
Taneda, Tee Lopes, TORIENA and 
Tyler Smyth. 

Finally, Sega's building hype 
with more animated hijinks from 
fan-favorite artist Tyson Hesse and 
Neko Production. The first of the 
two-part Team Sonic Racing 
Overdrive is already available on 
YouTube, and if the second isn't by 
the time you read this, it should be 
soon! — DAVID 


PREVIEWS 


CRASH TEAM RACING: 
NITRO-FUELED 


... and then another will try to chase him down. 


HOT ON THE heels of the popular 
Crash Bandicoot N. Sane Trilogy 
comes a similar upgrade to original 
developer Naughty Dog's final 
entry in the franchise, Crash Team 
Racing. 

Following the release of N. Sane 
Trilogy, fans of '90s PlayStation 
gaming — or, alternatively, those 
who missed out on so much of it 
due to loyalties to other available 
platforms at the time (cough 
Nintendo 64 cough cough) — imme- 
diately had two thoughts on their 
mind: 1] Now do Spyro (which they 
did), and 2] What about Crash Team 
Racing? 

While we're still waiting for news 
of Spyro coming to the Switch, no 
time was wasted as Crash Team 
Racing: Nitro-Fueled was revealed 
to be coming to Nintendo's hybrid 
console at the same time as all the 
other platforms. Sure, good things 
come to those who wait, but 


“SWITCH PUBLISHER: ACTIVISION 
DEVELOPER: BEENOX 


RELEASE: JUNE 21,2019 RATING: RP 


waiting still kinda stinks when all 
you're getting is the same thing in 
the end, anyway. 

As much of a fan as | am of 
Sumo Digital’s work with Sega, 
they'll admittedly have their hands 
full when Crash and his boys roll 
into town. The original CTR is the 
stuff of gaming legend, and was 
considered at the time by those 
who played it to be a true competi- 
tor to Mario Kart in the mascot 
racer genre — a field in which there 
is no shortage of competition. 

That said, developer Beenox is 
not just bringing their A-game — 
they're bringing their B-game, too. 
Crash Nitro Kart was released to 
more platforms (including the 
GameCube and Game Boy Advance) 
in 2003, but didn't garner the 
praise of its 1999 predecessor. 
Nevertheless, this seems to be 
where Nitro-Fueled gets the "Nitro" 
from, as content from both games 
is going to be upgraded and 
included, effectively making this 
two remakes in one! - DAVID 
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DAEMON X MACHINA 


Taking some massive mechs for a test drive. 


CRYSTAL CRISIS 


Nicalis’ crossovers continue in another genre. 


THE BIG N has been raising some 
eyebrows lately, but one of the 
oddest surprises is Daemon X 
Machina, Nintendo's foray into the 
mech combat genre. A demo called 
Daemon X Machina: Prototype 
Missions was briefly available in 
the Switch eShop, so I spent an 
evening taking a giant battlemech 
out for a spin. 

First off, there's a character 
creation screen that gives you a lot 
of room for wacky designs. I settled 
on a man with facial scars, bright 
blue skin and neon pink pigtails. He 
was dubbed "Glombulus?" — and 
yes, you have to pronounce the 
question mark at the end. 

Once you're done designing your 
hero, you learn about the story: It's 
the distant future and a villainous 
supercomputer overmind has taken 
over armies of robots around the 
world. Many corporations have 
popped up to employ mercenaries 
to eliminate the threat, and you're 
the latest recruit. 

You're thrown right into the 
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thick of the action. The mech is a 
pretty sweet ride; sliding boots, 
flying jets, ranged weapons, melee 
attacks, shields, grenades, guided 
missiles, you name it, it’s probably 
stapled to your war machine. You'll 
need to salvage broken parts and 
upgrades from the robots you've 
destroyed, so you'll often find 
yourself narrowly dodging a deluge 
of enemy fire just to take a possible 
upgrade from a downed foe. 
Fortunately the game offers a 
colorful cast of supporting charac- 
ters to cover your back, so you're 
not all alone in the fight. 

The demo ended with a battle 
against a huge robo scorpion, and 
that's where things got extremely 
punishing. Between all the explo- 
sions and giant laser blasts, you 
have to really think fast if you want 
to shoot down the dozen or so 
weak points on the beast. The fight 
requires every tool in your arsenal! 

Daemon X Machina proved to be 
a really fun challenge overall! I’m 
definitely going to play the full 
game and give "Glombulus?" the 
glory he deserves. — LINDSEY 


BRICK BY BRICK, block by block, 
Crystal Crisis asks us to play archi- 
tect to a magnificent multicolored 
structure . . . only to then destroy it 
all in a giant satisfying smash. This 
upcoming crossover title from 
Nicalis takes clear cues from 
Capcom's Super Puzzle Fighter II 
Turbo, swapping out the likes of 
Ken and Ryu for anime icons like 
Astro Boy and indie darlings like 
Aban Hawkins. In terms of roster 
size, it's an even bigger title than 
Blade Strangers — the publisher's 
recent 2D fighter — or most other 
fighting games for that matter. 
Featuring real-life people like 
Johnny Turbo (publisher of Heavy 
Burger, reviewed in NF #37) and 
parody characters like the grody, 
whip-wielding Hunter, it's like 
nothing the video game world has 
ever seen before. 

Crystal Crisis won't play quite 
like anything else, either. At first 
glance, it might look like yet 
another color-matching competi- 
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tive puzzler, but it’s a lot braver 
and deeper than that. Like in most 
fighting games, each character has 
unique offensive and defensive 
moves, making your fighter vs. 
fighter matchups nearly as import- 
ant as your skills at color matching. 
After building up your Burst Meter 
from busting crystals, you can 
choose to activate one of two Burst 
techniques. Ninja, for example, has 
a defense Burst that allows him to 
move crystals around the field of 
play even after they’ve already 
fallen and frozen to the floor. His 
offensive Burst blasts enemies with 
a pattern of blocks, which may be 
the better choice to make if your 
enemy is near the tipping point. 
With a narrative that ties 
directly into Cave Story’s insidious 
red crystals, voiceover work by 
Peter "Optimus" Cullen and the 
guarantee of other surprises still in 
store, is Crystal Crisis "primed" to 
dethrone Tetris 99, the reigning 
king of competitive puzzle games 
on the Switch? We'll find out when 
it "drops" this May. - JONATHAN 


ANIMAL CROSSING 
FOR NINTENDO SWITCH 


THERE’S BEEN NO shortage of 
Animal Crossing games released in the 
past few years: Happy Home Designer 
and Amiibo Festival came in 2015, a 
free Puzzle League minigame and 
other new amiibo-driven features 
were launched for New Leaf in 2016 
and Pocket Camp launched for mobile 
in 2017. Still, fans have been hankering 
for an all-new, full-fledged entry in the 
series for a long time now. While every 
mainline Animal Crossing game looks, 
feels and plays basically the same, 
people are still starving for fresh 
excuses to escape from their everyday 
responsibilities and enter the forest 
vacation of their dreams. 

So what might the Switch iteration 
of Animal Crossing have in store for 
us? Personally, | want the return of 
features from the GameCube original, 
like retro games to collect, music that 
features sampled cat meows and ram- 
bunctious, downright hostile villagers. 
Did you know that in the first Animal 
Crossing, Cranky-type villagers some- 
times threaten you with Dirty Harry’s 
famous "Ask yourself, do | feel lucky? 
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Well do ya, punk?" catchphrase? The 
series has gotten a lot more warm and 
fuzzy since then, but I'd love to see it 
swing back to the extreme ends of the 
sweet and sour spectrum. 

But realistically, Animal Crossing 
for Nintendo Switch is bound to be 


about expanding scope, and not 
grumpier NPCs. Just as Mario Odyssey 
and Zelda: Breath of the Wild are by 
far the biggest games in their respec- 
tive franchises, we can expect the next 
Animal Crossing to be more massive 
than anything we've seen from the 
series before. While it's unlikely that 


Nintendo will change the core premise 
of settling into a tiny, easy-to-navigate 
town, chances are they'll give us a lot 
more to do when we journey outside 
of our cozy little neighborhoods. 
Minecraft, Fortnite and Apex Legends 
have become virtual hangout spaces 
for millions of people around the 
world. They're great games in their 
own right, but many boot them up just 
as an excuse to do something with 
their online friends, and less to "win" 
at anything in particular. This "no 
winning or losing" attitude has always 
been the tact that Animal Crossing has 
taken to game design, and | think it's 
time that the original "communication 
game" showed the rest how it's done. 

Of course there will be more fish 
and bugs to catch, furniture to buy, vil- 
lagers to meet and clothes to wear, 
but that will likely be just the tip of the 
iceberg. Dancing, shopping, going to 
concerts, making art, crafting struc- 
tures, writing songs and competing 
with friends are all online activities 
that could, in theory, provide all-new 
ways to share your experiences with 
friends. Nintendo has made online 
chat a key selling point for the Animal 
Crossing series ever since they 
launched the Wii Speak microphone 
with Animal Crossing: City Folk in 
2008, so it's assured that the new 
entry will follow suit — but they won't 
likely want us talking to randoms. 
That's why most online activities in the 
game are sure to be just as playable 
with voice chat disabled. 

We expect a full reveal at E3 this 
year! Soon, friends! - JONATHAN 


SCREENSHOTS FROM ANIMAL CROSSING PLAZA AND ANIMAL CROSSING: AMIIBO FESTIVAL ON Wii U 
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Mario’s construction site suit has become instantly iconic since its prominent appearance in the first Super Mario Maker оп 
Wii - it went on to be featured as ап alternate playable outfit for the hero in both Super Mario Odyssey and Super Smash 
Bros. Ultimate! It’s not surprising, then, that the same hammer-holding, helmet-topped look is being pressed into service 
once again for the sequel, and it makes sense that Luigi has suited up to match his brother as well. But did you know this 
actually isn’t the first time the bounding bros have worn that same safety gear together? Mario first donned the helmet in 
Wrecking Crew on the NES, of course, but Luigi joined him over 20 years ago in Wrecking Crew 98, a 16-bit puzzler that’s 
still never left Japan after more than two decades. Oh well! | guess the fans in Japan get to enjoy the extra dash of nostalgia 
this time, and we in the West can imagine that Luigi’s only now first setting foot on a construction site. - LUCAS 
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IT CAME FROM THE 


THE VIRTUAL BOY 


As the Labo brand reintroduces VR to the Nintendo audience, we look back on the company’s failed first attempt. 


AN ALL-NEW GENERATION of players is being 
offered Nintendo’s latest vision of virtual reality now 
with the release of the new Nintendo Labo VR Kit, but 
before we present our evaluation of that product, we 
figured we'd reflect on their previous attempt. With 
more jokes about it than there were games released 
for it, the Virtual Boy's reputation is that of 
Nintendo's most visible failure. But there's more to 
Nintendo's red menace than meets the eye(s)! 


THE STORY 
Video game companies have been trying to deliver 
virtual reality experiences for decades. The Vectrex 
3D Imager, the Master System's SegaScope 3D 
Glasses, the unreleased Atari Jaguar VR and even 
Nintendo's own Famicom 3D System (which we 
touched on here only a few issues ago), all used some 
variation of what's called stereoscopic imagery: the 
use of two slightly different images for each eye to 
create the illusion of viewing a single image in three 
dimensions. None of these products, though, were as 
commercially prevalent as Nintendo's doomed device. 
The Virtual Boy came from Nintendo's R&D1 
department, headed by legendary designer Gunpei 
Yokoi. If you're unfamiliar with his work, he was the 
driving force behind the Ultra Hand, Nintendo's "Love 
Tester," the Game & Watch, the Game Boy and R.O.B., 
and he even held the role of producer for the original 
Metroid and Kid Icarus titles on the Famicom Disk 
System. Yokoi was the very picture of innovation at 
Nintendo, so when he expressed interest in licensing 
something called Private Eye VR tech from Reflection 
Technology Inc., Nintendo had no reason to doubt his 
vision. It didn't take long, though, for the speed 
bumps to start showing up. 


While the Private Eye incorporated the same basic 
stereoscopic imagery and red color seen in the 
Virtual Boy, it also included head-tracking, a sort of 
motion control (years before the Wii) that would 
reflect the player's head movement, making it more 
akin to what we know as virtual reality today. But, 
unfortunately, many playtesters experienced motion 
sickness, leading to that feature being removed. 
Nintendo also looked into making the unit display in 
full color, but not only did that contribute to the 
existing motion sickness problem, it caused a loss of 
clarity in the 3D visuals too, and made the unit itself 
cost-prohibitive to manufacture. 

Then there was the portability factor. The Virtual 
Boy was billed not as a home console, but a portable 
— even though there isn't a pair of pants in the world 
with big enough pockets to comfortably house the 
thing. What's worse, its detachable power source con- 
nected to the controller instead of the unit itself. So if 
you accidentally put the wrong amount of weight 
down on the back of your controller, or even shook it 
too hard in frustration, the battery compartment 
could come loose, instantly killing whatever game 
you happened to be playing at the time. 

When all was said and done, what we wound up 
with was a far cry from what people in 1995 expected 
when they thought of the term "virtual reality." 
Instead of an exciting, futuristic wearable device that 
allowed you to look around and explore seamless 3D 
worlds, the Virtual Boy became a completely station- 
ary visor mounted on two metal legs, with a 3D effect 
similar to playing video games on a View-Master. 


THE LAUNCH 

Despite Nintendo's marketing efforts, when it finally 
launched on July 21, 1995 in Japan, the silence was 
deafening. The system's American launch a few weeks 
later didn't fare much better. Nintendo gave it their 
all with intriguing TV commercials, multiple print ads 
and even an exclusive rental deal with Blockbuster 
Video (complete with a cool carrying case), but it was 
to no avail. Nobody was biting, and the Virtual Boy 
never made it out of its launch window: It was discon- 
tinued worldwide by March 1996, less than eight 
months after its initial debut, and soon found itself in 
discount bins all over the world, leaving a red mark 
on both Nintendo's reputation and their financials for 
years to come. 

It wasn't all doom and gloom, though. Of the few 
people who did decide to dive in, many were gener- 
ally happy with their purchases. Traces of the 3D 
world Gunpei Yokoi envisioned could still be seen by 
those willing to take the time, earning the Virtual Boy 
the cult following it enjoys today. There's always a 
certain degree of charm and quality in Nintendo's 
projects, and even with its litany of issues, the Virtual 
Boy was no different. 


THE GRAPHICS 

Back in the old days, "bits" were the talking point 
when it came to discussing a system's power. With 
Sega and Sony readying their 32-bit machines, and 
the Nintendo 64 leapfrogging them with a walloping 
64 bits, the Virtual Boy was left to fill Nintendo's 
32-bit gap, a job that the little red console was 
woefully unequipped for. Since the Virtual Boy 
needed to render two different images at all times, 


its power was effectively cut in half, making those 32 
bits look a lot more like 16. It did, however, manage 
to get a little of that power back thanks to it only 
needing to display in red and black. The resulting 
graphical output could best be described as "Super, 
Super NES." Sprites were large, sharp and detailed in 
а way you mostly didn't see on 16-bit consoles. The 
Virtual Boy's unique limitations wound up creating 
some of the most expressive spritework anybody had 
seen up to that point. With the other consoles of this 
generation all but completely avoiding 2D games in 
favor of newfangled polygons, what the Virtual Boy 
accomplished, despite the overabundance of red, was 
quite impressive. 


THESOUND 

It makes sense that everybody focuses on the Virtual 
Boy's visuals, but the system's unique sound is often 
overlooked. Similar to how its graphics were more in 
line with the SNES than the N64, the Virtual Boy's 
sound is even more of a callback to prior generations. 
Outside of some occasional high-quality voice 
samples, the Virtual Boy sounds like a supercharged 
Game Boy. In place of the PlayStation's CD-quality 
sound or even the sample channels of the SNES, the 
Virtual Boy created high-quality bleeps and bloops, 
resulting in a chiptune sound that's equal parts nos- 
talgic and new. Allowing for more sound channels 
than the NES or Game Boy before it, music from 
Virtual Boy games sounds wild — especially if you're 
playing with headphones. The system's thoughtful 
stereo implementation made music notes and sound 
effects dance effortlessly between sound channels, 
leaving the player with a nearly unrivaled-at-the-time 
sense of audio depth. It certainly doesn't hurt that 
many of the games feature some awesome musical 
compositions, too! Mario's Tennis features some of 
the best music ever heard in a Mario sports title. 
Kazumi Totaka's work in Virtual Boy Wario Land fits 
the game flawlessly. Even offbeat titles like Red 
Alarm and Virtual League Baseball are filled to the 
brim with catchy, classic-sounding tunes! 


THE GAMES 

The biggest tragedy of the Virtual Boy is that its game 
library is inextricably tethered to a widely inaccessi- 
ble platform. Thanks to abysmal sales numbers and 
the majority of titles being designed around the 3D 


effect, none of the Virtual Boy's 22 games (14 in the 
States, 19 in Japan) have ever been re-released in any 
form. This is especially egregious! 

The Mario universe fared best, with three solid 
releases. Mario's Tennis, the system's pack-in title, 
marked the first time Mario got out of the umpire's 
chair and wielded a racquet himself. Mario Clash was 
a clever and addictive evolution of the original Mario 
Bros. arcade title. And as for Virtual Boy Wario Land 
(seen above), it isn't just one of the best Wario 
games, it's one of the best 2D platformers ever 
devised! All three of these games showcased the 
Virtual Boy’s 3D effect in impressive ways, and each 
is good for quick or extended play sessions. 

Outside of the Mushroom Kingdom, Teleroboxer 
(below) was possibly the most visually impressive 
game on the platform, featuring humongous sprites 
with multiple moving parts, each existing in their own 
3D plane. Everything moves brilliantly, and even 
though it’s punishingly difficult, it’s still well worth 
playing. Galactic Pinball provided players with not 
only solid pinball action, but also featured an honest- 
to-goodness Metroid cameo complete with Samus’ 
starship and music from Super Metroid. Jack Bros., 
one of the most sought-after games for the system, 


was a top-down action game from Atlus starring Jack 
Frost, the company’s mascot character. And while 
arguably not as good as other variants like Welltris 
and Blockout, the Virtual Boy's last official release, 
3D Tetris, still made for a fun and engaging play on 
the classic Tetris formula, with fantastic music and 3D 
effects to boot. 

Most of the other games were decent, if fairly 
unremarkable. Panic Bomber was a cool puzzle game, 
Vertical Force was a competent scrolling shooter, 
Nester's Funky Bowling was a decent bowling sim 
starring Nester (from Nintendo Power!), and Golf was, 
well, golf. But even at the Virtual Boy's worst, the 
games never really dipped into "bad" territory. Heck, 
even the movie tie-in Waterworld could be fun for a 
few minutes! It may have had a small number of 
releases, but the Virtual Boy library's consistent level 
of quality was very impressive indeed. 


THE LEGACY 

Nintendo put a lot of effort into promoting the Virtual 
Boy before its release, but much of what they showed 
off never saw the light of day outside of trade shows 
and conventions. Footage and screenshots exist of 
several unreleased games, including a traditional 2D 
Mario platformer, a tech demo for a StarFox game, a 
brand-new IP in the form of an overhead action/ 
adventure called Dragon Hopper and even a vehicle 
action game based on GoldenEye 007. Meanwhile, the 
Virtual Boy homebrew scene has accomplished quite 
a bit since the console's demise. From Metroid to 
Mario Kart, some truly enterprising folks have 
provided windows into what could have been, had the 
Virtual Boy lived a bit longer. They've also managed 
to get unreleased games like smiley face shooter 
Faceball and ball-bouncing simulator Bound High out 
into the world, and there's a remarkably playable 
version of Street Fighter II called Hyper Fighting! 

It's now been nearly a quarter-century since the 
brief life cycle of the Virtual Boy came and went, and 
most of us who lived through that era still look back 
on it as one of the most fascinating chapters in 
Nintendo's history. But its story may not be done yet! 
An Easter egg included in the Labo VR Kit software 
makes direct reference to the doomed old system, 
simulating its red-and-black visual experience. 
Should we dare to hope that its games might actually 
get to make a comeback? Yes, let's! — KRIS 


CHARACTER PROFILE 


The menacing mini-boss is back again and ready to make 


players of your Super Mario Maker 2 stages feel the pain! UE ANS mae eae 3 


Boom Boom burst onto the scene as Pom Pom pushed him aside on the Fighting fit once again, Boom Boom It's been a real rollercoaster of ups 
the boss of the Mini-Fortresses of portable, but back on the big screen continued developing new skills — and downs for the most prominent 


Super Mario Bros. 3. A fierce fighter! Boom Boom made a big comeback. like the power to turn invisible! mini-boss of the masterpiece SMB3, 
- with long stretches of inactivity and 

having to fight for the spotlight 
against his own, uh, sister? | guess? 
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K S > ще But Boom Boom's making his boldest 
move ever this year, as he’s bullied 
Like many of the early Mario series After an absence of two decades, Boom Boom got beat out again, 45 his way straight into a prominent 
characters, though, his animated Boom Boom came back... but was Pom Pom earned a playable spot in spot on the Super Mario Maker 2 box 
interpretation wasn’t quite so cool. immediately upstaged by an upstart! the Mario Party series before him. art. And in the game itself, of course! 
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The enemy who awaited you at the end Boom Boom got left behind in the NES era and seemingly The smooth-shelled, seemingly spikeless Boom Boom will be 
of every Mini-Fortress level, Boom Boom forgotten about for over 20 years! When he finally came making another major appearance very soon, as he's one of the 
could be bested with three stomps — but back, he wasn't alone — he'd joined forces with an all-new new enemies that stage builders can choose to add to their levels 
you had to time your jumps correctly, so projectile-tossing partner, Pom Pom. The duo battled Mario in the new Super Mario Maker 2. It’s a good thing, too, since the 
as not to land on the spikes he’d deploy both together and separately throughout 3D Land... and first Mario Maker only really had Bowser Jr. to serve in the role of 
from his shell in defense! Boom Boom's spikes seemed to have disappeared too! "mini-boss." Boom Boom may very well see a lot of use! 


BY LUCAS M. THOMAS 
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Mario! This is PLAYABLE DEBUT 


It took three solid decades, but Boom 


2 
Lord Bowser 5 Boom finally earned his first-ever directly 
" 1 playable role just earlier this year when 
isla nd! Boom he debuted as a new free DLC character 


in Mario Tennis Aces. Seriously, it’s his 
Boom says first time! He’s never been playable ina 
SC RAM! Mario Kart game, or a Mario Party sequel 
e — or even any of the many Mario sports 

spin-offs that have launched over the 

years! How is it that Boom Boom never 
picked up a bat in Mario Super Sluggers 

or protected a goal in Super Mario 
Strikers? Truly odd. Even more odd? His 
shell spikes appear to have come back 


again! | guess they're fully retractable! 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


AT LONG LAST, it arrived: Super Metroid took 
over the cover of the May 1994 issue of Nintendo 
Power (#60), as well it should. Joining it on the 
Super Nintendo Entertainment System were The 
King of Dragons, Joe & Mac 2: Lost in the Tropics, 
Spectre, Knights of the Round, The Jetsons: Invasion 
of the Planet Pirates (sharing poster time with 
Disney’s The Jungle Book) and a whole slew of 
sports titles, as well as a look at Bullet-Proof 
Software’s Super Link five-player adapter and 
Jeopardy: Sports Edition. In 8-bit Land, Black Bass 
Lure Fishing and Solitaire Funpak were ready to go 
on Game Boy, while the NES hosted a most curious 
new addition: Bonk, the mascot for the rival 
TurboGrafx-16 game console! 

Speaking of Super Metroid, this issue’s comic 
delved into the then-untold origin of Samus Aran. 
And while past NP comic tales had played fast and 
loose with their respective games’ continuities, this 
backstory was pure canon! We also got a look inside 
the Space Pirates’ headquarters and checked in 
with the abducted Galactic Federation officers 
before Old Bird attempted a risky gambit to acceler- 
ate the hunter’s healing: the Crystal Flash, which 
would turn out to be an actual in-game technique! 

Elsewhere in the issue, the winners of the 1993 
Nintendo Power Awards were declared, with The 
Legend of Zelda: Link’s Awakening and Mortal 
Kombat making an impact. Curiously, the Best 
Overall NES game was none other than R.C. Pro-Am 
ll, beating out Battletoads & Double Dragon and 
Kirby’s Adventure, respectively, despite not taking a 
spot in any other category. Go figure. 

In another elsewhere, the prayers of those 
whose parents adamantly refused to allow 
Nintendo's Portable Power platform into their 
households were answered with the reveal of the 
Super Game Boy! Four pages showed how the 
peripheral could enhance select games, or allow 


WE HELPED HER 
LEARN THE 
STRATEGIES 


OF 
BATTLE... 


„АМО GAVE HER 
A SPECIAL SUIT OF 
ARMOR THAT WOULD 
BE TOUGH, LIKE 
THE SKIN OF 
А CHOZO. 


you to customize your own borders and color 
schemes while playing small-screen classics on your 
TV, through your SNES. 

Players Poll winners got to Shut Up and Jam with 
Sir Charles Barkley, and the top spots of the Top 20 
were a near mirror for the NP Award winners — 
except Tetris 2 took the top NES spot. Pak Watch 
wrapped things up with numerous previews 
(including a shot of the never-released Socks the 
Cat Rocks the Hill), all headlined by the announce- 
ment of Williams/Nintendo, a joint venture with the 
coin-op powerhouse to bring Project Reality titles 
such as Killer Instinct to arcades everywhere. 

Adorning the cover of the June 1994 issue (#61) 
was none other than Donkey Kong, whose new 
Game Boy title also served as a launch title for the 
aforementioned Super Game Boy, which caught 
more coverage in this issue. Joining it on the Game 
Boy were Monster Max and Stop That Roach, and 
while the NES had no new titles to speak of, the 
Super NES was another story: Disney's Beauty and 
the Beast, FireStriker, Clay Fighter: Tournament 
Edition, The Twisted Tales of Spike McFang (backed 
by a poster for Super Street Fighter II), Fatal Fury Il, 
Saturday Night Slam Masters, A.S.P. Air Strike 
Patrol and Super Loopz were all on display. Throw 
in two special features on Secret of Mana and 
Illusion of Gaia, and Super NES owners were 
nothing if not spoiled for choice! 

Now healed from her injuries, Samus rushed 
Super Metroid to an abrupt conclusion, bringing 
this era of Nintendo Power comics to a close. 
Extreme Skiing with Tommy Moe wasn't the only 
contest in this issue, as Secret of Mana fans could 
enter a trivia contest to win 10 Super Power 
Supplies Catalog stamps. NBA Jam took the top 
Super NES Top 20 spot while Super Mario Bros. 3 
usurped Tetris 2, and headlining Pak Watch were 
three words: It’s Morphin’ Time. — DAVID 
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ARLO’S HEADCANON 


THE PERFECT LEVEL 


AS THE WORKERS scurried about, getting the final touches in place, he 
scrutinized his work closely. It was an art, what he was doing, and while this 
piece might already look complete to the layman, he knew it was missing 
something. For a long moment he pondered, trying to imagine how the whole 
thing would play out. Finally he smiled and snapped his clawed fingers. He 
picked up a Brick Block, strolled over to a low platform and placed it next toa 
Question Mark Block. Then he stepped back to survey his work once more. 

"Yup," Bowser said with a proud smirk. "It’s perfect." 

Just then a Koopa Troopa walked up, also staring at the completed level, 
only with a look of uncertainty on his face. "Um... sir?" The Koopa spoke with 
a small, somewhat fearful voice. "Might | ask you a question about this level?" 

Bowser grunted in annoyance and shot him a glance before turning back to 
his work. "Huh? Yeah, sure, what is it? You don't have a problem with it, do 
you? This is some of my finest work yet!" 

"Oh, nothing of the sort, Your Artfulness!" the Koopa squeaked. "It's just 
hat... I have some questions about the design." 

Bowser was getting more annoyed by the moment. "Well spit it out, 
already!" 

"Yes sir. Well... You've got some moving platforms hovering over that pit, 
hat's quite good..." 

"Yes, it is." Bowser looked to the platforms and stroked his chin thought- 
fully. 

"And those Piranha Plants will be tricky to jump over, especially the ones 
hat shoot fireballs..." 

"Ho yeah, those are great," Bowser chuckled. He looked at each obstacle in 
urn, nodding to himself and imagining the pain they would inflict. 

"And then right at the end there, you’ve got that long line of Koopas and 
Goombas and Piranha Plants..." 

"Ha-HA! Yes, the icing on the cake, baby!" 

"Well..." The Koopa gathered himself up and took a deep breath before 
continuing, as though saying what came next took a great effort. "| have to 
wonder why you chose to put a Super Star in a block right before all that." 

At that, Bowser’s giant brow furrowed and he finally broke his gaze. He 
looked down at the Koopa, once more annoyed. "What? What’s wrong with the 
Super Star?" 

The Koopa grew visibly more uncomfortable now that he had his boss’ full 
attention, but he bravely pushed forward, clearly attempting to be as tactful 
as possible. 

"Oh, | mean, well..." һе stammered. "It’s just that . . . won't Mario just use 
that to run through all those minions without a problem?" 

Bowser scoffed. "Sure, if he finds it!" 

"But, I, er, | mean, eh..." The Koopa paused for a long moment. Then very 
quietly, almost as though he didn't want to be heard, he asked, "Doesn't he 
always find them?" 

Bowser's face suddenly grew very hard. He glared down at the Koopa, who 
shook with fear. "No, he doesn't always find them!" 


"But... But..." The Koopa was terrified, but now that he'd 
started he seemed incapable of stopping. "Why put it there at all if it 
might help him?" 

"Well, for one, I’ve got a ton of them taking up space in my castle! I’ve got 
to use them somewhere!" 

"But in the last level there was that big underwater section with all the 
Cheep Cheeps..." 

"Yeah?" 

"And at the beginning you put that Fire Flower. And in that cloud level the 
other day you put Super Leaves all over the place..." 

Bowser's patience was nearly spent. "You better get to the point, Troopa." 

By now the Koopa was more terrified than ever, yet he still pressed on. "I 
j-j-j-just don't . . . 1 d-d-d-don't understand... Why?" 

Bowser shook his head. "Please. I’ve been doing this for decades, I'm a pro! 
And you clearly don't know anything about level design. Take out the 
power-ups?" He laughed. "Next you'll be suggesting that I just put up a giant 
wall around my castle so Mario can never get in!" 

There was a pause. The Koopa thought about this for a moment. 
"ummmmm . .. Why don't you, again?" 

"Because then Mario couldn't get to my castle!" Bowser's voice was rising 
with each exchange. 

"So you want him to get to your castle?" 

"OF COURSE NOT, THAT'S WHAT THESE LEVELS ARE FOR!" 

"Then why put the power-ups?" 

"BECAUSE THAT'S HOW YOU MAKE A LEVEL! I DON'T KNOW WHAT'S SO 
HARD TO UNDERSTAND! THE MIGHTY BOWSER IS A MASTER LEVEL 
DESIGNER!!!" 

There was another pause. They stared at each other, Bowser clenching his 
fists tightly and panting in silent anger. Then, more quietly than ever, barely 
audible, the Koopa scrunched his face up into a grimace and squeaked, "Then 
why have you never managed to stop Mario?" 

Bowser let out an earth-shaking roar and sprayed fire into the air. The 
Koopa ran away, narrowly avoiding a number of fireballs as he went. This went 
on for a few moments before Bowser finally started to calm down. 

After the threat of fireballs had passed, a Goomba ran up behind him. "Lord 
Bowser!" he said. "Mario’s coming!" 

Bowser seemed to forget entirely about the previous conversation. "Ooh! 
Showtime!" He jumped behind a large bush as all his minions either hid as well 
or took their places. He spotted Mario running into view from over the hills, 
and he chuckled to himself. "This is it, plumber boy. This one'll get you for 
sure!" 

Mario entered the level and made his way deftly over the moving platforms. 
Then he jumped over the series of Piranha Plants in a matter of moments. 
When he reached the final area he broke every block in sight, and when he 
found the Super Star he blasted through the long line of baddies, jumped up 
onto the flag, then went on his way. 

Once he'd disappeared over the next hill, Bowser shook his head slightly. 
"What am I doing wrong?" he mumbled sadly. Then he gave a weary sigh and 
walked off. "Well," he said, "back to the drawing board..." 
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МЕ: Do you remember the first time 
you played a game and realized that 
it was actually the level design, more 
so than the graphics or the charac- 
ters, that was driving your enjoy- 
ment forward? 

Honestly, it probably wasn’t 
until | was ACTUALLY making levels for 
games that | made a realization like 
this. I think the first time this hit me 
was while working on Electronic Super 
Joy. | was playtesting through a level 
that a friend had guest-designed for 
us, and | thought, "Wow, this is bril- 
liant. This is compelling." | was liter- 
ally just starting out as a game 
developer at this point; | think it was 
seeing then what level design was 
capable of that inspired me to be 
more experimental with my level 
design. It's an indescribable feeling. 


What were some of the first game 
design tools you ever used, and how 
has your process evolved since those 
days? 

Funny enough, I was never really 
FORMALLY trained as a game 
designer; the college program I took 
ended up teaching mainly game art 
(PSA: check your course list before 
you enroll, friends!). The singular 
game design course included in the 
program taught us to design on paper, 
and honestly, I think that's the way 
that's always worked best for me. A lot 
of my preliminary stuff consists of 
doodles, web charts and flow charts, 
as well as whatever text happens to 
come out of my head as I'm trying to 
describe what I'm thinking, visually 
and verbally. Graph paper, nice pencils 
and some markers or highlighters in a 
variety of colors are essentials for me. 


How did you get your start in the 
industry? 

At the end of my time in college, | met 
a guy named Michael Todd. He was 
friends with my boss at my internship. 
He would come by the studio often 
and over time we became friends. 
After | graduated he asked me if I 
wanted to work with him full-time on a 
game. He was looking for someone 
with my specific skillset and qualifica- 
tions. My response was an emphatic 
"OF COURSE," and that was my start 
on development on Electronic Super 
Joy. Imposter syndrome often tells me 
that | just happened to be super lucky. 
Sometimes I have to remind myself 
what my game program instructors 
told us constantly: Getting your foot in 
the door is the perfect mix of having 
the right skills, knowing the right 
people and being at the right place at 
the right time. 
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When it comes to level design, what 
sets the "just OK" stages of gaming 
history apart from the all-time 
greats? 

For me personally, games are at their 
most impactful when they elevate my 
emotions. A level is most memorable 
when I can tie a specific feeling to it. 
I'll always remember things like the 
excitement of when momentum made 
me able to run at great speeds, the 
power trip | get when an item makes 
me grow huge and allows me to crush 
everything in my path, the tension of 
being chased or being stuck in a boss 
room and feeling completely helpless, 
then suddenly discovering the boss’ 
weakness and gaining the will to fight 
back. "How does moving around in this 
space make you FEEL?" is the question 
I most often ask myself whenever I 
design levels. That emotional response 
is really what I’m looking for. 


What are the pros and cons of 
roguelike/procedurally generated 
levels vs. handcrafted level design? 
Seems like a ton of new indie games 
are going with the random layout/ 
different every time approach. 
Random level generation has always 
been such an intriguing and mysteri- 
ous beast to me - I’ve never had the 
opportunity to play with procedural 
generation myself. But | definitely see 
where the benefits are: Developers 
can focus more of their efforts on the 
rest of the game if level design is done 
automatically. It's also less of a strain 
on artists, since usually all they're 
required to do for levels then is create 
modular pieces that all fit nicely 
together. Normally, artists would have 
to go through each level individually 
and create the art assets for each one. 


Additionally, randomly generated 
levels can keep gameplay fresher for 
the player, since every time they hop 
back into the same level, it's almost 
always completely different. But it can 
be tricky to ensure that a procedurally 
generated level will be as cohesive as 
a handcrafted level, where you're 
looking at terrain, setpieces and chal- 
lenges that were created and placed 
with purpose. You miss out on that 
clear intentionality. 


What was it like the first time you 
saw one of your games on a Nintendo 
console, going head-to-head against 
Mario himself? 

As a lifelong Nintendo fan, | honestly 
couldn't believe it. It was a dream 
come true. | remember seeing the 
announcement trailer for the first time 
on YouTube, on Nintendo's official 
channel for the world to see. | was 
over the moon, I couldn't stop smiling! 
Since then, I've worked on another 
game that has made its way to 
Nintendo's eShop (Guacamelee! 2). 
Here's hoping I will see lots more of 
my work on Nintendo's consoles for 
years to come! 


On Guacamelee! 2, you worked on a 
lot the "invisible arts" of game devel- 
opment, like NPC population man- 
agement and setting up cutscenes. 
What's something you can tell our 
readers about these important, but 
not always high profile, aspects of 
creating their favorite games? 

A LOT of thought goes into these 
world-building aspects of game devel- 
opment. While working on 
Guacamelee! 2, while looking after 
town population, | had to take into 
account whether or not there were too 


few or too many NPCs in each town, as 
well as make sure they were nicely 
and evenly dispersed, to ensure that 
they were interacting as intended with 
the game's dimension-swapping 
mechanic. Things like that. And then | 
had to go in and write dialogue for 
them, which would change depending 
on the big narrative events that would 
occur. It was a lot to do, but I thor- 
oughly enjoyed being able to breathe 
life into the different locales all over 
the game. 

Cutscene setup was also very inter- 
esting, because I was essentially 
making characters follow a set of 
stage directions, and scripting the 
scenes with precise timings to make 
sure that the dramatic pauses felt 
right, that jokes landed the way they 
should, that characters were standing 
in the right spot, facing the right direc- 
tion and delivering dialogue correctly. 
It was an iterative process and it felt 
really great to see everything in 
motion by the end of it. 


Meka Puppers, your next big game, is 
about dogs who pilot giant robots, 
and that's just about all that anyone 
knows about it so far! What secrets 
can you tell us about your upcoming 
cybertronic canine concoction? 

I'm so excited to be working on this 
game! It's a turn-based tactics RPG, 
with customizable mechs that are 
piloted by sentient dogs. The game 
takes place in a canine-inhabited 
galaxy called Shiberius Prime. You 
pilot your custom-built mechs (we call 
them "Meks" in-game) to victory 
against an invading robot army. You 
get to befriend lots of cute dog pilots, 
each with special abilities that boost 
the power of the Mek they're piloting. 


Oh, and you get to ре the dogs, 
too! Proper maintenance of your 
doggos' affection levels definitely 
makes an impact while they're in 
battle. We're going to be releasing on 
PC and тасос initially, but we would 
LOVE to be able to bring the game to 
Switch, for sure. 


You also have years of experience 
with cosplay. What are the biggest 
differences between the feeling of 
creating a game and the process of 
designing some top-notch costume 
play? 

| think the biggest difference is the 
tactile feel of building. For me they 
both kind of start from the same 
place: designing on paper, and gather- 
ing reference. From there, it's about 
the materials you have gathered to 
work on, and what you do with them. 
With game design, you combine script- 
ing and art assets in whatever game 
engine you're building in and create a 
game over time through an iterative 
process, feeling out the gameplay and 
adjusting as you go. With cosplay, 
you're taking your fabric, thermoplas- 
tics, embellishments and whatever 
else you've planned to use and you're 
physically manipulating them into the 
shape you intend for them to be in. I 
guess the best way I can describe it is 
that it's almost like the difference 
between a digital painting and an oil 
painting on canvas. The process is 
similar, but the application of your 
media feels very different and 
requires different sets of skills. 


Nintendo has a long history of 
creating games that let the player 
take on the role of co-developer. 
From Mario Paint to Wii Music to 
Nintendo Labo to Mario Maker, what 
are some of your most (and least) 
favorite moments using Nintendo 
software to make your own projects? 
| absolutely adore Mario Maker. I’m 
always so impressed with what other 
people have come up with, it's so 
inspiring! Some of my favorite Mario 
Maker moments were the ones when I 
would discover how different enemies, 
blocks and items interacted with each 
other in ways I did not expect. They 
were little "ah-hah!" moments that 
suddenly prompted "what-if?" scenar- 
ios in my head. Oftentimes | would 
take two or three parts and see if I 
could build an entire level just using 
the way they interact as a main 
mechanic. It was a really fun exercise, 
and I'm excited to experience more of 
that with Mario Maker 2! 


What are your three best pieces of 


Scrappy 2000 
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advice for young designers who are 
just now dipping their toes into game 
development, be it with professional 
tools like Game Maker, or hobbyist 
software like Mario Maker? 

1] Participate in game jams. Game 
jams are an opportunity to practice 
your skills and learn from other 
people. If you can't find a game jam 
event local to your area, look for ones 
you can do remotely with people over 
the Internet. Game jams are such an 
excellent learning experience, and 
they're a lot of fun! 

2] Going back to what my profs used to 
say, "Getting your foot in the door is 
the perfect mix of having the right 
skills, knowing the right people and 
being at the right place at the right 
time." Skills are super important, but 
don't forget that networking is a vital 
skill too. 

3] Really, practice does make perfect. 
Make things. Experiment a lot. Your 
first game or level probably won't be 
groundbreaking, and that's perfectly 
OK! Don't be discouraged. Keep 
building. Keep refining. Remember 
that it's OK to start over sometimes. 
Eventually you'll be consistently 
making things you're super proud of. 


If you had an unlimited budget to 
make a game using any Nintendo 
property, what would you make and 
why? 

Think Super Smash Bros. Brawl's 
Subspace Emissary, but run even 
further with it. | want to see all of 
these beloved Nintendo characters 
interacting with each other, but not in 
the context of Smash Bros. | want to 
see them in the context of each other's 
games. Play as Mario in a full Varia 
Suit triple-jumping through Brinstar, 
while Kirby floats around inhaling 
Metroids. Fly Link around on a Warp 
Star while shooting arrows at the 
Halberd, as Charizard comes crashing 
through the hull with a Flare Blitz. 
Command an armada of Pikmin with 
Olimar at the helm of the Arwing, with 
Donkey Kong and Chrom flying along- 
side him. Single player or co-op, fully 
orchestrated renditions of each 
game's iconic music, gorgeous fully 
animated cutscenes . . . What a dream! 
| would just love to see all my favorite 
Nintendo heroes saving their worlds 
together like this. 


Finally, if you could have any super- 
power, what would it be and why? 
The same power that Kirby has in Star 
Allies to conjure up cute magical 
hearts, and then throw them at foes to 
turn them into friends. The best way 
to defeat any enemy! 
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COMIC BREAK 


UGH, I HATE 
BEING CAPTURED! 
IT'S 50 BORING! 


YOU DON'T 
EVEN HAVE WIFI! 
I WANTED TO WATCH 
ARLO ON YOUTUBE! 


HEY BOWSER, 
LEMME BORROW 
YOUR SWITCH! 


I THINK IT'S 
TIME FOR A LITTLE 
REDECORATING... 


DON'T MESS 
WITH MY SAVES. 


THAT 
PLUMBER'S 


t 
LATE. НЕТ BETTER 


NOT ВЕ GO-KARTING 
WITHOUT ME! 


BY MATTHEW LOFFHAGEN 
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Reduce. Reuse. Recycle. 


AS IT TURNS out, Nintendo’s decision 
to build the environments of Yoshi’s 
Crafted World out of recycled materi- 
als seems to have greatly influenced 
the rest of the game as well: This is a 
design that tries to reuse and repur- 
pose as much as it can, as often as it 
can, and the final experience suffers 
as a result. 

| was really looking forward to this 
one. You can flip back through the last 
few NF issues and see the history of 
my hype being built up play out in 
print, culminating with the cover spot 
awarded to it (and its grandpa Kirby’s 


NINTENDO 
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Extra Epic Yarn) on NF #38. And while 
| don’t regret getting excited for the 
game or promoting it in our magazine 
as we did, | am disappointed with the 
final product Nintendo delivered. 


WHERE’S THE MUTE BUTTON? 
Let’s pull no punches and start with 
the worst part first: The soundtrack of 
Yoshi’s Crafted World is abysmal. | am 
shocked. Legitimately. The music of 
Yoshi's Woolly World on Wii U was so 
incredible — so varied, dynamic and 
full of energy. I'd place it as one of the 
all-time greatest soundtracks in all of 
video games, with no hyperbole. 

So what in the world happened 
here? Crafted World's song selection is 


a sliver of its predecessor's in quantity 
and maybe 196 as listenable. There's a 
single sequence of notes that is used, 
and reused, and reused again, over 
and over and over — it's a little ditty 
that pops up in the first level and then 
gets repeated in essentially every level 
after that for the rest of the game. 
Often it's the exact same track from 
Level 1 that's recycled, but even when 
it's "different," it's still the same song 
with minor changes in tempo or the 
instruments used to play it, like 
tossing in jingle bell sounds in wintry 
stages. 

It's maddeningly repetitive and dis- 
couraged me from playing more than 
a few levels at a time before turning 
off the Switch and walking away for a 
while. One of the worst Big N OSTs. 


TWO ISN'T BETTER THAN ONE 

So the music is a major miss, but what 
about the other aspects | was looking 
forward to? The other big part of 
Yoshi's Woolly World that I fell in love 
with was its excellent two-player co-op 
mode that allowed my son Carter and I 
to play together. He and | were so 
excited to jump into this follow-up and 
continue our father/son quest! 

... And we played about four levels 
before calling it quits and just starting 
our own separate single-player files. 
Yep, they messed up the co-op too. 

Again, | was excited for this at first! 
The designers at Good-Feel specifically 
set out to enhance the two-player 
experience by adding a new piggyback 
mechanic that lets one Yoshi ride on 
top of the other, which seemingly 
should have let one player take on the 
tough platforming parts while the 
other focused on tossing eggs. The 
problem? The piggyback configuration 
is automatically activated any time the 
two Yoshis get anywhere near each 
other — it's like they magnetically snap 
onto one another. And the Yoshi on 
the bottom (which was me most of the 
time) instantly loses the ability to hurl 
eggs, which constantly messed up our 
ability to make progress and collect 
items. It's like the stage designs 
weren't created with two Yoshis in 
mind at all — there are far too many 
close-quarters areas, tight hallways 
and other bottlenecks that force co-op 
players together, which then forces 
the piggyback to activate, which then 
makes both players frustrated. 

Though | will concede that I'd love 
to see two skilled co-op partners take 
on this game together at, say, a GDQ 
event in the future — because I can see 


the potential of it even as I’m aggra- 
vated by it personally. There are a few 
levels with split, parallel pathways, 
and co-op players aren't forced to 
both go the same way — it'd be great 
to see a practiced duo divide and 
conquer those stages efficiently, with 
one tackling the foreground and the 
other clearing the background area at 
the same time. 


OVERCOOKED EGGS 
Most of the time, though, the fore- 
ground and background are kept 
separate, as the background exists 
simply as an array of extra interactive 
elements that you can choose to toss 
eggs at — if you want to. And you'll 
want to, because there are items back 
there that you need to collect in just 
that manner... but you'll also not 
want to bother with it, because the 
egg-tossing mechanic is also worse 
than it was in Woolly World. 
Introducing extra depth to the 
gameplay was another of Good-Feel's 
novel ideas for this sequel, but it's 
another one that doesn't fire on all 
cylinders in the final game. Past Yoshi 
games gave you a targeting cursor 
that would move automatically up and 
down when you went to toss an egg — 
you'd simply wait until it lined up with 
what you wanted to hit, then let fly 
with the ovoid ordnance. 
But here? It's gone. 


The targeting cursor no longer 
moves on its own, because it can't — 
there are too many potential targets 
scattered around the foreground, the 
background and straight in front of 
Yoshi's bulbous nose, so it's now fully 
manually controlled. And that means 
that Yoshi has to come to a full stop 
every time you want to toss an egg, 
because the same stick moves both 
the hero and the cursor! So Yoshi 
screeches to a halt and your playable 
character suddenly becomes this slow, 
sluggish crosshairs sweeping across 
the screen. Which is fine when the 
thing you want to hit isn't moving! But 
Good-Feel, for some reason, decided 
to constantly pair up this molasses- 
slow egg-tossing mechanic with fast, 
frantic moving targets that you often 
only have a few seconds to correctly 
hit before they disappear. There are 
dozens of moments where this occurs 
— and if you miss out on hitting the 
fast-running enemy or the teeny-tiny 
coin way off in the distance or the 
happy Smiley Flower floating around 
in the air, well, too bad. You'll have to 
replay the whole level again to get 
another chance at the same sequence. 


WE'RE GOING IN CIRCLES! 
But that may have been deliberate, as 
this game seems to want you to replay 
the same stages over and over. 
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The final piece of the design puzzle 
meant to separate Crafted World from 
Yoshi's many previous outings was its 
emphasis on swinging the camera 
around to give you a view of the "flip 
side" of each stage. | thought this 
would be a much more important part 
of the game than it ended up being, 
though - it really is just an alternate 
way to replay old levels and gather a 
few extra Smiley Flowers, in case you 
need them. Every "Flip Side" stage is 
just a race to find the three hiding 
Poochy Pups, too — I thought there 
would be other objectives in them. 
There aren't. 

Well, OK, there are some scavenger 
hunt-esque missions given to you by a 
set of boxy NPC robots. They'll make 
requests for you to go back into stages 
you've completed and find various 
items in the background, then toss an 
egg at them. So it's kind of something 
new to do, but it's a tiny something 
new to do couched inside a replay of a 
stage you've already seen at least 
once already, so the experience is 9596 
rehash. 


THE BRIGHT SIDE 

OK, OK. l'II lay off the negativity. | 
didn't mean for this review to spend so 
much ink on pointing out the game's 


flaws, but | guess that's just what 
happens when I go into a game with 
high expectations and get let down in 
so many different areas. 

But that's just me! I'm just a grump! 
I'm an aging Nintendo fan who's been 
evaluating these games and compar- 
ing them against their predecessors 
for decades now, and my assessment 
from that perspective is, yes, Crafted 
World falls well short of the excellence 
of Woolly World on Wii U. 

But if | take off that cap and put on 
my Dad hat instead, | can happily 
report that Yoshi's Crafted World has 
proven to be another huge hit with my 
kids. Carter and | did get upset with 
the co-op mode, but once he set out 
on his own solo adventure he really 
had a blast here. He gleefully played 
through the story faster than I did, 
giggling that he already knew what 
laid ahead in further levels when it 
came time for my turn with the Pro 
Controller. He and Calvin again bonded 
as brothers here, and that's been a joy 
to behold. 

So feel free to approach Yoshi's 
Crafted World from either direction 
you choose. If you come at it as a 
diehard longtime Nintendo fan, you 
might conclude that it doesn't quite 
measure up to Yoshi's previous best. 
But if you're considering a purchase 
because you have a young gamer in 
mind, you can rest assured that they 
will almost assuredly absolutely adore 
it. Kids are resilient like that — and 
they have an incredibly strong toler- 
ance for repetition, which will serve 
them well in exploring this recycled, 
reused world. — LUCAS 
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Return to Patch Land 
KIRBY’S EXTRA EPIC YARN 


WHEN KIRBY’S EPIC YARN hit on 
Wii in 2010, | absolutely adored it. In 
my other life at Nintendo World 
Report, | gave it a 10/10 review at 
launch. l'Il defend that loving review 
to my dying day: Kirby’s Epic Yarn is a 
blast of optimism, joy and delight. 
When Kirby’s Extra Epic Yarn was 
announced as, assumedly, one of the 
last 3DS games from Nintendo, | 
looked forward to revisiting the happy 
little game from almost a decade ago. 
While the core game is still as 
charming as ever, essentially every- 
thing Extra about this port of Epic 
Yarn is superfluous or misguided. That 
doesn’t completely sully the game — 
it’s still worth checking out if you 
missed out on Epic Yarn in the past — 
but this is far from the definitive 
version. 

Kirby’s Epic Yarn was the second 
major Nintendo game from Good-Feel, 
the studio also behind Yoshi's Crafted 
World as well as Yoshi’s Woolly World 
and Wario Land: Shake It!. It bucks the 
trend of classic Kirby games by not 
letting you have any kind of inhalation 
abilities. In lieu of that, Kirby tosses 
out a yarn whip to pick up enemies 
and transform them into yarn balls. A 
lot of the game involves jaunting 
through levels and interacting with 
objects across a vibrant crafted land- 
scape. It’s uncomplicated and never 
gets that challenging, but the joy of 
Epic Yarn is found in the feel of the 


world. As Kirby says, it feels like pants. 


This is warm and cozy. 

On 3DS, some of that magic is lost 
due to the portable nature of the 
platform. The visuals are fine on the 
handheld, but especially without ste- 
reoscopic 3D, it’s just a lesser form of 
the Wii version. The second screen 
adds little more than an alternate 
menu display and in general, this is a 
mild square peg/round hole situation 
for the system. 

The best of what's new in this Extra 
version are the two minigames: the 
hilariously named Dedede Gogogo and 


the Meta Knight-starring Slash & Bead. 


Dedede Gogogo is a cute little auto- 
runner with Dedede, while Slash & 
Bead involves flying around as Meta 
Knight slashing, uh, beads. They're 
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both similar in style and length — the 
latter for both being on the short side. 
Even in their brevity, | enjoyed both. 
They’re cute little changes of pace that 
round out the experience, especially 
next to the apartment decorating 
minigame returning from the original. 

Extra Epic Yarn's biggest game- 
changer is Devilish Mode, which just 
runs counter to everything that made 
the original game enjoyable. Devilish 
Mode makes it so it's possible to die in 
a level, as well as adding a devil char- 
acter that will chase you through the 
level. It quickens the pace and adds to 
the difficulty, showcasing how Epic 
Yarn is not a game to be taken on 
expediently. The mode does add chal- 
lenge, but it’s also not very enjoyable. 
This game is meant to be a scenic 
romp, not a tense and terse affair. 

While you can opt out of Devilish 
Mode and play the game like it origi- 
nally was, you can’t opt out of the new 
Ravel Abilities. These power-ups do 
things like permanently equip Kirby 
with a sword for a level or add the 
ability to drop bombs. They work more 
like Copy Abilities from past games, 
and while you can try to ignore them, 
they're ever-present throughout the 
levels. Avoiding the Ravel Abilities 
requires effort. 

So this fresh 305 port of Kirby's 
Epic Yarn is a bummer, especially as a 
farewell to the 3DS. It takes a marvel- 
ously magical Wii game and appends 
extraneous, superfluous modes that 
pepper the excellent original game 
with cracks that weren’t present 
before. | enjoyed romping through 
Dedede Gogogo and Slash & Bead, but 
I'd much rather dig up my Wii or Wii U 
to replay the original version of Epic 
Yarn there before going back to play 
this 3DS iteration again. 

This feels like pants that are pre- 
ripped for some reason, as opposed to 
the charming comfort of what came 
before. - NEAL 


Fountain Gardens 


A Tale of Two Cities 


THE YO-KAI HAVE immigrated to 
America. 

Now, granted, from an in-game 
point of view, they were already here. 
At least, in the localized versions of 
the past two games. But now there’s 
some confusion on that point . . . I'll 
try to sort it out! 

The story of Yo-kai Watch 3 has our 
series hero Nate Adams pick up and 
move with his family from Japan to 
the United States. (Or the Yo-kai world 
equivalents of both those countries.) 
But while that made perfect sense as a 
premise in the Japanese version of 
this game, things get weird in our 
Western edition — because the first 
two Yo-kai Watch localizations already 
seemingly placed everything in the 
States, naming Nate's hometown 
Springdale and otherwise erasing a lot 
of the Japanese-ness of the setting. So 
now we have our hero leaving that city 
to come to what's intended to be a 
totally different country, and it's 
supposed to be this big language- 
barrier culture shock, but the very 
nature of localization muddies the 
waters terribly. The team in charge of 
navigating this mess made the call to 
change the "native" English speakers 
into Southerners instead, with the 
kind of accents most associated with 
States well below the Mason-Dixon 
line, a heaping helping of yee-haws 
and copious references to barbecue — 
because instead of U.S.A., the country 
Nate has supposedly come to in this 
localization is called B.B.Q. 

It’s confusing. Perhaps unavoidably 
50, but still a detriment to the whole 
premise all the same. Thankfully, all 
the other upgrades and additions in 
this third series installment help to 
counterbalance the weird translation. 

Like Hailey Anne! While Nate is still 
an active protagonist, he splits the 
spotlight with this cheerful bespecta- 
cled newcomer and you bounce back 
and forth between the two heroes as 
the game progresses. You actually 
have a lot of freedom with the when, 


too — you can play as Nate for a long 
stretch of time before checking back in 
with Hailey, or you can alternate every 
five minutes if you really want to. 

Hailey Anne is back in "Springdale," 
so the same game map from the past 
Yo-kai Watch games is pressed into 
service yet again. (Boo.) But at least 
there are all-new Yo-kai to encounter 
there! (Yay!) Nate's adventures in the 
land of B.B.Q. are where most of this 
sequel's most promoted new Yo-kai 
appear, though — the 'Merican Yo-kai 
who riff on aspects of American 
culture. (The greatest is Salty Bacon, a 
character who is literally an angry 
slice of bacon.) 

Encountering new characters is the 
best part of games like these, but even 
better this time around is that you 
fight these fresh foes in an overhauled 
battle system. The old circular wheel 
thing that rotated your active fighters 
is gone, replaced with a grid-based 
system similar to the one pioneered 
by Capcom in the Mega Man Battle 
Network games. (Though, with the 
camera set behind your characters, it's 
more like the Star Force series here.) 
You have to manage three Yo-kai 
friends' positions relative to one 
another on the grid as they auto- 
attack the foes on the opposite side of 
the fight. Lining them up in the same 
row or column triggers bonuses to 
stats, and you sometimes need to get 
them to move quickly to avoid an 
incoming attack — or pick up an item 
that's dropped on your side. It's a lot 
more dynamic and fun than the old 
battle system was, and it's great that 
they listened to the criticism leveled 
against that old way of doing things 
and actually figured out a way to make 
things better. 

Beyond progressing in parallel 
through both Nate and Hailey's tales, 
there are tons of optional sidequests 
and alternate game modes, from a 
built-in version of Yo-kai Watch 
Blasters (which was a wholly separate 
game just last September) and even a 
zombie apocalypse minigame. It's all a 
little too much, really, as Level-5 just 
seems to pile on too many extras and 
makes things feel cluttered. Stick to 
the main quests is what I say, as you'll 
need your spare brain power to parse 
the localization oddities! — LUCAS 
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ASK THE 
FORCE 


WHAT KIND OF SUPER 
MARIO MAKER 2 
LEVEL WILL YOU BE 
BUILDING FIRST? 


CHRIS 
A Mega Man level of 
course! It’s pretty much 
my routine for any 
creation-based game. 
Crash Man is my go-to! 


BRETT 
All slopes. Slope dreams. 
Slope nightmares. 


\ е y 
4b 
JONATHAN 

All | want is for Wart 

to be a boss. If so, he 
will be in all my stages, 
guaranteed. He may be 
coming back for Link’s 

Awakening Switch, but I've 

been starving for more 
Wart for a long time... 


[>e] 
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TONY 
| will be putting that 
new ON/OFF switch block 
to work! 


7 


DAVID 
One with lots of cork- 
screws and loops and — 
oh wait, that would bea 
Super SONIC Maker... 
That doesn't exist . . . yet. 
(Hopefully someday.) 


2 


КЕВЕССА 
Thanks to the new scroll- 
ing options, a level that 
makes World 5-9 in Super 
Mario Bros. 3 look EASY. 


How to Kee 


DREAMWORKS 


DO YOU LIKE The Legend of Zelda, 
but wish it had more vikings and 
dragons? If so, then Climax Studios and 
Outright Games have just the game for 
you! 

Despite the timing of its release, 
DreamWorks Dragons: Dawn of New 
Riders is not a tie-in to the third movie, 
How to Train Your Dragon: The Hidden 
World. Rather, it's more tied to the 
ongoing Netflix animated series that 
takes place between the different 
movies, Dragons: Race to the Edge. For 
those who only follow the movies, this 
takes place between the second and 
third films. 

That said, you won't be playing as 
Hiccup or Toothless or any of the 
regular crew from the Isle of Berk — 
though you'll interact with several of 
them throughout your adventure. 
Instead, you take up the role of 
Scribbles (so named because he's lost 
his memory) and Patch, a newly 
hatched "chimeragon," who blends the 
traits of several dragons. Swapping 
between the two and using their unique 
abilities to progress, you'll explore 
several islands and dungeons in order 
to get to the bottom of what the latest 
dragon-napping bad guys are up to. 

Much like Patch, this game feels a bit 
like a chimera in itself, taking aspects of 
different Zelda games and blending 
them together. The core of it is in the 
top-down exploration that calls back to 
the earliest Zelda titles, as well as the 
more recent handheld entries. Combat, 
on the other hand, feels like it's been 
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taken from the 3D entries of the series, 
as you'll use your shield to guard and 
roll around to dodge enemy attacks 
before unleashing your own fearsome 
blows and charged melee strikes. 

Solving puzzles often feels like it 
takes a cue from the single-player of 
Four Swords Adventures, albeit a little 
ess complex to make up for controlling 
only two characters at a time. Then 
there's your travel between islands, 
which feels a bit like a simple cross 
between Skyward Sword and The Wind 
Waker as you ride Patch along through 
the skies to find new islands to explore. 

That isn't to say that Dawn of New 
Riders doesn't have any ideas of its 
own, however. For example, one cool 
feature is that as you progress, you'll 
free dragons who return to your home 
base of Havenholme, and you then can 
summon them with a horn that calls in 
an air strike or other aid. 

Visually, the game is decent, but not 
impressive. It conveys the look of the 
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series well enough, and implements a 
slightly more "chibi" style for the char- 
acters than the movies and cartoon, 
but it works. The music is nice, often 
aiming for something more cinematic 
than catchy, but some tunes may get 
stuck in your head. Voice acting is pre- 
sented only at the bare minimum, with 
characters only uttering various grunts 
or single-syllable words (like "Uh?" and 
"Byeee!"), but at least the brief snippets 
sound enough like their normal actors. 

Fans of the Dragons franchise (such 
as myself, as I've seen all three movies, 
a good chunk of the animated series 
and even named one of my cats 
"Toothless"), and perhaps more so 
younger fans, should find plenty to 
enjoy here. At the same time, from a 
more objective standpoint, it's not an 
especially remarkable game, either. 
Unlike the movie, this isn't a AAA type 
of production, and while it's good, | 
can't help but think that it's those who 
are already invested in the Dragons 
world (or are likely to be, if they've not 
seen it yet) who stand to get the most 
out of the experience. - DAVID 


Adventures of an Insomniac 


WHAT IF LINK lived a double life? 

Sure, we've seen the hero of Hyrule 
go on countless quests, rescuing many 
different versions of the princess 
across several different time periods — 
even Link himself is rarely the same 
individual from game to game. But his 
role is always the same: hero. He 
fights evil. Explores dungeons. Finds 
treasure. 

But what if he had another job? 
What if, say, he ran a little shop on the 
side, selling the various treasures and 
trinkets he'd gathered from those 
treks into the underworld? The actual 
Legend of Zelda series will almost cer- 
tainly never offer us such a game, but 
it has arrived nonetheless in the form 
of Moonlighter. 

In this indie adventure, a young 
man named Will is the dual-focused 
kind of hero just described. By day, he 
operates a quaint little item store in a 
small country village named Rynoka. 
But at night, rather than go to sleep, 
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Will sets out from the town to enter 
perilous dungeons. There, he battles 
wild, dangerous foes while gathering 
up every object he can find that isn’t 
nailed down to the floor, then stuffs 
them all into his overflowing rucksack 
to bring back home and use as the 
next day’s inventory of items for sale 
when his shop reopens again. 

It’s a wonderful premise, and one 
that got Moonlighter on my radar from 
the moment | watched its first trailer. 
In actually playing it, though, I’ve 
found myself and my gaming prefer- 
ences aren't a perfect match for this 
particular mash-up of genres. 

I'm all-in for the action sequences. 
While Will is delving into dungeons, 
Moonlighter plays like a modern evo- 
lution of the first Legend of Zelda — 
back when Zelda dungeons were all 
segmented into separated, single- 
screen rooms full of puzzles, battles or 
a combination of both. Will, like the 
Link of that first quest, challenges one 
room at a time, and they're always the 
same rectangular shape with the same 
placement of exits directly in the 
center of the flat walls to the north, 
south, east and west. 
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The major difference? Moonlighter 
employs randomization to make the 
dungeons change their layout every 
time you step inside — so even if you 
enter and re-enter the same starter 
dungeon 100 times, you'll still find 
fresh arrays of enemies to face you 
and a unique scattering of items to 
pick up and plunder, too. I'm not a 
huge fan of random level generation 
most of the time, but it works here to 
fuel the main gameplay loop of going 
into the dungeons, grabbing loot, 
heading back to town to sell that loot 
and then starting back over again. 

But it's the selling the loot part that 
| found myself not enjoying all that 
much. I know there are tons of gamers 
out there whose brains are wired for 
experiences like this — there's a long- 
running series, the Atelier franchise, 
that has a dedicated fanbase full of 
players who love nothing more than 
living out the fantasy of being a virtual 
shopkeeper. Here, though? I just found 
myself itching to get back to the actual 
action. 

In Will's shop, your task is to sort 
through all the items you've gathered 
and choose which ones you want to 
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place on a limited set of shelf spots to 
offer them for sale to customers. You 
also have to set the price for each 
item, trying to intuit the right balance 
of making profit versus offending your 
shoppers with sticker shock. It’s slow- 
going work — you're mostly just 
standing around waiting for NPCs to 
stroll through the door and then 
waiting to see what kind of visual 
emote will appear over their heads 
when they check the prices you've set. 

Again, some players are all about 
things like that — but make sure you're 
one of them before you decide to buy 
Moonlighter, because it really is half of 
the game experience here. 

The shop - and the surrounding 
village — grow larger and more 
complex as you invest more time and 
money. Likewise, the action scenes get 
more frantic and complicated as you 
open up more mechanics of gameplay 
to toy around with, find more types of 
weapons for Will to wield and more. 
And the bosses! АП of Moonlighter is 
rendered in a superb sprite style, but 
the intricate animation of the humon- 
gous boss characters is a true sight to 
behold — it's worth delving deeper just 
to find and fight each one of them. 

Link may never get a night job. But 
Will has, and his insomnia makes for a 
great idea for a game! — LUCAS 
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Return to the Third Dimension 


NEARLY 25 YEARS after admitting defeat, discon- 
inuing the Virtual Boy and letting virtual reality be 
he playground for other companies in the gaming 
industry, Nintendo’s suddenly jumped back into the 
fray with an intriguing entry-level VR option built on 
he back of the Labo brand. And they kept it a secret 
almost until it hit store shelves! It was both revealed 
and released since the time our last issue was pub- 
ished, which is why we're jumping straight into a 
review with no prior preview coverage! 

Well, no direct prior preview, at least. Back in our 
Labo-led Issue #33, we had a first look at several of 
the Toy-Cons included in this fourth Labo set — we 
just didn't know at the time that the gameplay con- 
nected to them would be VR! But now, here we are — 
and here | am, with my Nintendo Switch sitting about 
two inches away from eyes. 

The way the VR Kit works is that you first assemble 
the Toy-Con VR Goggles, which break Labo tradition 
by including a special plastic component containing 
two unique lenses (whereas everything else remains 
cardboard and stickers and rubber bands). The VR 
Goggles only take a short while to build, and then you 
slide your Switch into a slot in the side, put your face 
in the frame and off you go to a whole new world. 
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If you haven't tried virtual reality before, it can be 
a little wild and disorienting — but also truly immer- 
sive and fun. Slightly different video images are sent 
to your left and right eyes to trick your brain into 
thinking that you're looking at something that has 
true depth — like 3D glasses at a movie theater — but 
then that effect is combined with motion tracking, so 
you can move your head up, down, left and right and 
the 3D depth follows where you go. It is like looking 
through a window into a totally different world! 

... When it's done well. Nintendo's take here in 
the Labo VR Kit is solid, but held back by the limited 
specs of the Switch. Its built-in screen only supports a 
720p resolution, after all, and as I said before you're 
playing these games with your eyes pressed up two 
inches away from that low-res display. Things look 
fuzzy as a result, and potentially even headache- 
inducing if you were to spend too much time playing 
without taking a break. 

And there's cause for further concern: As with the 
Virtual Boy decades ago, Nintendo warns that kids 
under the age of 7 shouldn't play with Labo VR, or 
else it might permanently damage their eyesight. 
That has been a big bummer for my go-to Labo assis- 
tant Calvin, who at 5 is still two years away from 
being able to see what it is that Dad's been doing by 
sticking his head into all these new cardboard con- 
traptions over the past week. 
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Yes, I’ve only had a week with the Labo VR Kit so 
far, as it arrived here at the NF home office only 
seven days before our production deadline for this 
issue. So I'm not going to finalize this review or give 
the Kit a score quite yet — I'll leave it as "In Progress" 
for now and circle back to offer my final thoughts in 
our next edition, in order to give it a fair shake. 

But | will say that my early impressions are quite 
positive beyond the points I’ve already brought up 
about the Switch's screen resolution not being quite 
up to snuff for this kind of experience and having to 
hold it back from all but my oldest son. The ingenuity 
of Nintendo's designers continues to amaze me, as 
having the creative capability to envision a project 
like this and then be able to bring it into reality is 
truly astonishing. Even just the construction parts! 
Whose mind works in such a way as to be able to 
figure out how to break all these complex toys down 
into component parts that can be sold as flat sheets 
of cardboard? Labo might not be a huge sales hit, but 
it's Nintendo greatest innovation in years. - LUCAS 


STARTER SET 
TOY-CON 
GOGGLES & 
BLASTER 


You're welcome to wait for my final analysis 
and assessment of whether or not Labo VR 
is worth a purchase, but if you prefer to just 
go ahead and take the plunge, Nintendo's 
put together a few different options to help 
those who need to keep gaming purchases 
locked to a reasonable budget. 

First up is the Labo VR Starter Set. You 
can buy the full VR Kit for $79.99 and it will 
come with every Toy-Con you see on this 
page, but the Starter Set is a more wallet- 
friendly entry point at just $39.99. If you go 
that route, you'll get just the Goggles and 
the Blaster Toy-Con — and then you can 
always add the Expansion Sets later on if 
you find that you want the full array. 

As already mentioned, the VR Goggles 
are the core of the Labo VR experience — 
none of the other Toy-Cons work without 
having your Switch first inserted into this 
default device. The Goggles aren't just a 
support tool for the other contraptions, 
though, as there are several VR games you 
can play with just them alone — you snap on 
the Left and Right Joy-Cons like you would 
normally when playing Switch in Handheld 
Mode and you get a few dozen VR games to 
try. Minigames — nothing huge. 

The Toy-Con Blaster is the big boy of this 
Labo bunch, taking over two hours to build 
and just being bulky besides. It’s also the 
best of the bunch, though, as it transports 
you to a VR shooter experience on par with 
what you’d get at an amusement park! The 
main Blaster game is a single-player on- 
rails adventure where you spin in circles 
and try to shoot as many aliens as you can, 
but perhaps even more fun is the simpler 
"Kablasta" game: It’s Hungry Hungry Hippos 
made into a VR shooter! You and a friend 
take turns passing the Blaster Toy-Con back 
and forth, each one of you firing food at a 
pool full of wide-mouthed hippopotamuses. 
If you feed them the best, you'll lure them 
to your side, score more points and win! 


EXPANSION SET 1 
TOY-CON 
ELEPHANT & 
CAMERA 


We're one step closer to that long-awaited 
Pokemon Snap sequel, | just know it! 

(Yeah, | know. | know.) 

| can't help but hope for such a robust 
adventure with which to utilize this new 
Labo Toy-Con Camera, though, since the 
included options are a little lacking. 

First up is a game called Ocean Camera. 
In it, you plunge down into the same depths 
we first explored with the Toy-Con Fishing 
Rod in the Labo Variety Kit last year — only 
this time you're not plucking the wildlife up 
out of the water, but simply swimming 
among them to take photos of them in their 
natural habitat. As with the Fishing Rod, 
one of your goals is to see every species 
possible — but then you also get camera- 
specific missions to accomplish, like getting 
a great close-up of a hungry shark. It's fun, 
but again, it's no Pokémon Snap with its 
variety of different areas to see — it's just 
the ocean. 

Another Camera game brings you back to 
the little House, also originally seen as part 
of the Variety Kit. Its resident cutesy alien is 
still happily living inside, and this time he'll 
pose for you while interacting with the 
various props and pieces inside his home. 
Again, it's OK, but it's limited to just the one 
environment. Where's the big, open-world 
safari? | want to take this camera out on a 
real photography adventure! 

The Toy-Con Elephant ends up being 
more intriguing. It has nothing to do with 
actual elephants, though! It's simply a funny 
way to contextualize the trunk-like shape 
that holds the two Joy-Cons for ... a 3D art 
studio program! Being able to draw and 
paint in three dimensions is a brain-bending 
part of other companies' more expensive 
VR hardware offerings, but Nintendo's 
version here is compelling and kind of mes- 
merizing. Everyone knows how to color with 
markers on a flat sheet of paper — but when 
empty space itself is your canvas? It's wild. 


EXPANSION SET 2 
TOY-CON BIRD 
& WIND PEDAL 


Finally, Nintendo fulfills the wish of bird 
lovers everywhere by letting you take flight 
as a bird yourself! Short of learning how to 
hangglide or buying one of those stunt- 
crazy wingsuits and leaping off the side of a 
mountain, virtual reality games like this are 
going to be as close as a human can get to 
flapping through the sky. 

And flapping is exactly what you do here! 
The Toy-Con Bird has a couple of squeeze 
triggers on the left and the right, and 
pulling them down in tandem makes your 
virtual bird flap its wings and ascend higher 
into the air. You also twist and turn to direct 
its path through the clouds, flying freely — 
and when you're ready, challenging courses 
of target rings that you have to fly through 
as quickly as you can. That's the Bird Dash 
game. If you're in the mood for a less 
intense flight, though, you can stick with the 
normal Bird mode and just explore . . . and 
maybe find a few baby birds who'd like to be 
in your bird family! 

The Bird's going to need a boost to be 
able to accomplish all its goals, though, and 
that's where the Toy-Con Wind Pedal comes 
in. These two work in concert with one 
another, as stepping on the Pedal with your 
foot creates gusts of wind that help the 
virtual bird to soar. The way it physically 
moves air up into your face adds to the 
immersion of the moment, too! And the 
Wind Pedal has its own nifty game involving 
a frog trying to leap up higher and higher 
... into the stratosphere and beyond! 

Together, the Bird and Wind Pedal form 
Expansion Set 2, while the Elephant and 
Camera join forces as Expansion Set 1 on 
store shelves. Only, currently, they're not on 
store shelves! As of this writing you can only 
buy the full 80-dollar Kit with everything or 
the 40-dollar Starter Set with the Goggles 
and Blaster. Nintendo's going to roll out the 
Separate Expansion Sets later on, presum- 
ably pricing them at $19.99 apiece so the 
whole piecemeal purchasing plan ends up 
costing the same as buying all together. 


It All Comes Together 


THE NINTENDO 3DS is packing up 
and getting ready to head down the 
road. Bon Voyage, old friend. But 
while the handheld system's depar- 
ture inspires feelings of melancholy, 
Atlus' final RPG offerings make the 
send-off festive instead of sad. Etrian 
Odyssey Nexus, for example, is one 
heck of a send-off party. It celebrates 
the long friendship between a unique 
game series and the systems that 
cradled it for over a decade. 

The Etrian Odyssey titles are a 
dungeon crawler's dream. Though 
most crawlers force you to slither 
through damp tunnels populated by 
skeletons and bats, the Etrian Odyssey 
games ask you to explore beautiful 
wide-open forests that spiral up the 
trunks of massive Yggdrasil trees 
dotting the world. You chart your 
progress as you go with the aid of the 
3DS touchscreen (the DS touchscreen 
in the first three games), stopping to 
fight battles with hostile wildlife — 
including huge super-bosses called 
Field-On Enemies (F.O.E's). If you loved 
drawing old-school Zelda maps on 
graph paper, welcome home. 

Then again, | was never a fan of 
dungeon crawlers or mapping my own 
way though 8-bit caverns, and | was 
surprised at how taken | was by Etrian 
Odyssey. I like the games' extensive 
party-building system, their strangely 
relaxing atmosphere (barring those 
terrifying moments when an F.O.E. 
cuts off your escape route), their rich 
sense of humor, and, most of all, their 
smooth, smooth jazz soundtrack. You 
might surprise yourself, too. And if 
you're even a little Odyssey-curious, 
Etrian Odyssey Nexus isn't a bad place 
to start. It's a memory portal of sorts 
that lets you explore areas and fight 
monsters from all five previous games 
in the series. 

Established Etrian Odyssey fans 
should also appreciate revisiting their 
favorite "dungeons" from past games. 
Doubtless some veterans would prefer 
a game filled with wholly new maps, 
but Atlus freshens up the familiar 
content by offering a whopping 19 
starting classes, including the new all- 
‘rounder, the Hero. If you've played 
the old Etrian Odyssey games to the 
point they're coming out of your ears, 
you should still find a very decent 
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challenge in tackling the old labyrinths 
with a whole new party build. You can 
take five adventurers into the field 
with you. Some specialize in long- 
range attacks, some are melee attack- 
ers and all of them are capable of 
learning skills like vital buffs, debuffs, 
elemental attacks and brutal super- 
strikes that can turn your fortunes 
around in a pinch. Don't stress too 
much over your build, unless that's 
your jam. Even bare-naked beginners 
will find plenty of help via in-game 
tutorials, plus you can sign up new 
recruits at the Adventurer's Guild 
whenever you like. 

Regardless of your party build, a 
good deal of your survival in Nexus 
depends on your mapmaking skills. 
Like every other Etrian Odyssey game, 
Nexus makes great use of the 305” 
bottom screen by shunting all cartog- 
raphy responsibilities onto you. 
There's no auto-mapping here: Every 
step you take, every move you make, 
you need to use the stylus to draw in 
each floor's corridors and walls. You 
should also make note of landmarks, 
treasure chests and areas that can be 
mined for armor-forging materials. 

Slowly drawing maps here (and 
indeed, in all Etrian Odyssey games) is 
a pleasurable pastime. | was never 
into mapmaking — not even for my 
most beloved 8-bit adventures — but I 
derive a lot of satisfaction from gradu- 
ally mapping a floor and marking 
points of interest. 

Etrian Odyssey Nexus is the series’ 
last journey on the Nintendo 305, but 
Altus has already confirmed a new 
installment for the current generation 
of consoles, including (presumably) 
the Switch. I’m curious to see how 
we're going to conquer Yggdrasil 
without a separate touchscreen: 
Mapmaking is such a vital part of the 
Etrian Odyssey experience, | can't 
imagine going without. We shall see. 

For now, raise a frothy mug with 
Etrian Odyssey Nexus. It's a worthy 
goodbye party. - NADIA 
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Rayman Legends: Definitive 


TITLE SCORE REVIEWER ISSUE Edition 70  KevinC. #30 SCORE REVIEWER ISSUE 
Resident Evil Revelations 8.0 Jonathan #31 
1-2-Switch 6.0 KevinK. #27 Resident Evil Revelations 2 8.5 Jonathan #31 Culdcept Revolt 8.0 Rebecca #30 
ARMS 9.0 Lucas #28 RIME 7.0 Lucas #33 Detective Pikachu 70 Rebecca #33 
Batman: The Telltale Series 8.0 Lucas #32 Runner3 8.0 Kevinc. #34 Etrian Odyssey V: Beyond 
Bayonetta 9.0 Daan #32 Scribblenauts Mega Pack 75 David #37 the Myth 6.5 Neal #31 
Bayonetta 2 9.0 Daan #32 Scribblenauts Showdown 75 David #33 Ever Oasis 9.0 Neal #29 
Blade Strangers 70 Jonathan #36 Sega Genesis Classics 8.5 Brett #38 Fire Emblem Echoes: 
Captain Toad: Treasure Shantae: Half-Genie Hero — Shadows of Valentia 95  KevinK. #28 
Tracker 75 Neal #35 Ultimate Edition 8.0 Tony #34 Fire Emblem Warriors 75 Lucas #30 
Cars 3: Driven to Win 7.0 David #29 Shining Resonance Refrain 7.0 Neal #36 Hey! Pikmin 8.0 Кеуіп С. #29 
Crash Bandicoot М. Sane SNK 40th Anniversary Kirby Battle Royale 6.0 Mark #31 
Trilogy 75 David #35 Collection 8.5 Thor #38 Layton’s Mystery Journey: 
Dark Souls: Remastered 8.0 Chris #37 Sonic Forces 75 David #31 Katrielle and the 
Diablo Ill: Eternal Collection 9.0 Nadia #37 Sonic Mania Plus 9.0 Tony #35 Millionaires’ Conspiracy 75 Chris #31 
Disgaea 5 Complete 8.0 Chris #28 Splatoon 2 9.0 Evan #29 Luigi's Mansion 8.0 Neal #36 
Dragon Ball Fighterz 8.0 Tony #36 Starlink: Battle for Atlas 8.5 David #37 Mario & Luigi: Bowser's 
Dragon Ball Xenoverse 2 8.0 Tony #30 Street Fighter 30th Inside Story + Bowser 
Dragon Quest Builders 9.0 Lucas #32 Anniversary Collection 8.5 Jonathan #34 Jr.'s Journey 9.0 Neal #38 
Donkey Kong Country: Super Bomberman R 6.0 Daan #27 Mario & Luigi: Superstar 
Tropical Freeze 9.5 David #34 Super Mario Odyssey 9.5 Lucas #31 Saga + Bowser’s Minions 8.5  KevinK. #30 
DOOM 8.0 Tony #33 Super Mario Party 9.0 Lucas #36 Mario Party: The Top 100 6.0 Daan #31 
Fire Emblem Warriors 8.0 Daan #30 Super Smash Bros. Ultimate 10 Lucas #37 Mario Sports Superstars 7.0 Lucas #27 
Fitness Boxing 5.5 Chris #38 Sushi Striker: The Way of Metroid: Samus Returns 9.0 Matthew T. #30 
Hyrule Warriors: Definitive Sushido 75 Rebecca #34 Miitopia 6.5 Rebecca #29 
Edition 75 Neal #34 The Binding of Isaac: Minecraft: New Nintendo 
Ittle Dew 2+ 8.0 Lucas #32 Afterbirth+ 9.0 Jonathan #27 3DS Edition 5.5 Chris #31 
Katamari Damacy REROLL 9.5 Tony #38 The Elder Scrolls V: Skyrim 9.0 Neal #31 Monster Hunter Stories 8.5 Lucas #31 
Kirby Star Allies 7.0 Brett #33 The End is Nigh 8.5 Jonathan #31 Pokemon Ultra Moon 9.0 Thor #31 
L.A. Noire 8.0 KevinC. #31 The Legend of Zelda: Breath Pokémon Ultra Sun 8.5 Rebecca #31 
LEGO DC Super-Villains 8.0 Thor #38 of the Wild 10 Lucas #27 Radiant Historia: Perfect 
LEGO City Undercover 75 Lucas #27 The LEGO Ninjago Movie Chronology 8.0 Thor #33 
LEGO Marvel Super Heroes 2 7.5 David #32 Video Game 8.0 David #31 RPG Maker Fes 6.5 Rebecca #29 
LEGO Worlds 75 David #30 The Nintendo Switch 9.0 Lucas #27 Story of Seasons: Trio of 
Little Dragons Café 70 Rebecca #36 The Nintendo Switch Pro Towns 75 Rebecca #27 
Mario + Rabbids Kingdom Controller 9.5 Lucas #27 The Alliance Alive 5.5 Neal #33 
Battle 8.5 David #30 The World Ends With You: The New Nintendo 2DS XL 8.5  KevinC. #29 
Mario Kart 8 Deluxe 9.5 Lucas #28 Final Remix 6.5 Rebecca #37 WarioWare Gold 8.5 Thor #35 
Mario Tennis Aces 6.5 Lucas #35 Tiny Barbarian DX 8.5 Robert #31 Yo-kai Watch 2: Psychic 
Mega Man 11 11/13 David #36 Travis Strikes Again: No Specters 6.5 Lucas #30 
Mega Man Legacy Collection 9.0 Neal #34 More Heroes 8.0 Jonathan #38 Yo-kai Watch Blasters: Red 
Mega Man Legacy Ultra Street Fighter Il: The Cat Corps & White Dog 
Collection 2 7.0 Neal #34 Final Challengers 6.5 Daan #28 Squad 6.5 Lucas #37 
Mega Man X Legacy Valkyria Chronicles 4 8.5 Neal #36 
Collection 9.5 Jonathan #35 Wolfenstein 11: The New 
Mega Man X Legacy Colossus 8.5 Neal #35 
Collection 2 7.0 Jonathan #35 WWE 2K18 3.0 Lucas #32 


Monster Boy and the Cursed Xenoblade Chronicles 2 8.0 KevinK. #32 REVI EW REMI N DER 
Kingdom 8.5 David #38 Xenoblade Chronicles 2: DETECTIVE PI KACHU 


Monster Hunter Generations Torna ~ The Golden 
Ultimate 75  KevinK. #37 Country 8.5  KevinK. #36 NOW THAT THE Detective Pikachu movie is opening 
Namco Museum 8.0 Daan #29 Yonder: The Cloud Catcher in theaters, there’s bound to be a fresh wave of curi- 
Namco Museum Arcade Рас 70 Brett #38 Chronicles 70 Neal #35 osity about the Detective Pikachu game that hit the 
New Super Mario Bros. U Ys VIII: Lacrimosa of DANA 9.5 Lucas #36 3DS just over a year ago. So here are a few highlights 
Deluxe 8.0 Lucas #38 from Rebecca's review in NF #33! 
Nickelodeon Kart Racers 5.0 David #37 "If you're a parent who's an Ace Attorney or L.A. 
Nintendo Labo Robot Kit 75 Lucas 434 Noire fan, this might be one detective-themed game 


you'll want to play together with your kids." The film 
seems like it's skewing toward audiences that are a 


Nintendo Labo Variety Kit 8.5 Lucas #34 
Nintendo Labo Vehicle Kit 8.5 Lucas #36 


Octopath Traveler 8.5 Brett #35 bit older, but the game is fully all-ages friendly. 

Overcooked! 2 70 Brett #35 "We get the main storyline wrapped up and solve 

Owlboy 95 Chris #33 all the mysteries, but the most important questions 

Paw Patrol: On a Roll 8.5 Lucas 437 raised throughout the game remain unanswered at 

Pokémon: Let's Go, Pikachu! the end." So don't go in expecting closure on the tale. 
& Let's Go, Eevee! 8.5 Lucas #37 And finally, Detective Pikachu "scowls, laughs, 


shows his teeth and scrunches up his face upon 
eating a super bitter Poké Puff." The game started as 
a 3D facial emotion tech demo, and it shows. The per- 
sonality of the star is the best part! — LUCAS 


COMMUNITY 


REAL-WORLD SUPER MARIO WORLD 


True dedication to detail brings this re-creation of the classic 16-bit map to life! 


AS WE ALL prepare to launch into an all-new era 
of crafting and creating brand-new worlds for 
Mario to explore in Super Mario Maker 2, there’s 
one dedicated craftsman who's instead been 
reaching back into the past to re-create the world 
of one of our hero's most beloved adventures! 

Take a look up above and gaze upon the 
grandeur of a fully realized, real-world Super Mario 
World. It’s Dinosaur Land brought into tangible 
reality, all thanks to the diligent efforts of Matt 
Brailsford, a coder, hacker and beard aficionado 
who hails from England. Skills with software pro- 
gramming and facial hair grooming didn't help too 
much with this project, though! 

... Or maybe they did? After all, taking the old, 
purely 2D world map of Super Mario World and 
translating it into reality as a set of separate 3D 


Twitter.com/MattBrailsford 
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objects took a lot of careful planning and visualiza- 
tion on a computer before work could begin — so 
there's the software programming skill kind of 
sliding into play. And having the artistic mind to be 
able to produce, paint and finalize each separate 
element? Only someone who takes careful, immac- 
ulate care of a beard could achieve that, surely. 
Now, don't dismiss all that just because I'm 
being flowery here. While thousands have looked at 
Matt's creation and quickly concluded that it's 
nothing more than the work of someone with 
access to a 3D printer and a lot of free time, this 
World took a lot more effort than firing up 
modeling software and hitting a "print" button. 
Parts of the map are 3D-printed, yes, but not all of 
it is — a combination of 3D printing and traditional 
sculpting techniques brought this land to life. 


The 3D-printed pieces are the individual rocks, 
trees and buildings that sit on top of the land, and 
Matt commissioned a professional 3D printing shop 
to bring those into reality — doing so produced a 
better overall result than simply using a home 3D 
printer would. The models lacked color when deliv- 
ered, though, so each one is hand-painted or spray- 
painted by Matt personally. 

The land masses, meanwhile, were created in a 
two-part process: The tops were all laser-cut out of 
three-millimeter MDF panels (and then painted 
later, of course), and then Matt used their shapes 
as a template to carve out chunks of modeling 
foam to serve as the "earth" underneath and give 
each segment its appropriate elevation. 

After seeing this project go viral, perhaps Matt 
will decide to do another! SMB3, maybe? — LUCAS 


YouTube.com/CircuitBeard 
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THE ORIGINAL LORULE? 
The Legend of Zelda has a Minus World! 


ONE OF THE oldest and best-known quirks in all of Nintendo 
gaming is the "Minus World" in the original Super Mario Bros. — 
a glitchy, endless underwater level you can access with a tricky 
jump through a wall at the end of World 1-2. But did you know 
that the first Legend of Zelda has a Minus World of its own? 
Using some skillful coding to allow Link to both walk through 
walls and circumvent some safety checks on our hero’s position 
in the overworld, YouTuber SKELUX was recently able to break 
into the unseen "second half" of Zelda 1’s overworld. There, the 
game takes garbage data and interprets it as best it can, given 
that players were never meant to be there — color palettes are 
all mixed up, enemies appear garbled from using the wrong 
sprites in the wrong places, underworld bosses like Gohma can 
pop up in the outside world and even the Old Man who grants 
Link his first sword shows up again, creepily demanding Link’s 
life with hollow eyes. See SKELUX's video for more! — LUCAS 
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REFORGED IN METAL 


Jonny Atma covers classic game tunes in GaMetal! 


YOUTUBE HAS GIVEN rise to a new breed of Internet musician, defined not solely by 
their prodigious musical talents but also by a consistent stream of finely edited videos. 
And who better to rep the class than Nashville-based Jonny Atma, the one-man cover 
band who delivers sick video game metal arrangements (or as he coins it, "GaMetal") 
roughly four times a month! 

Jonny has been steadily uploading to YouTube since 2009, beginning with a cover of 
the iconic "Tetris: Type A" theme. A clash with another performer sharing his stage 
name resulted in the deletion of his channel in 2012, but like the phoenix, he rose again 
a year later under the moniker "Jonny Atma," after the Atma Weapon boss from his 
favorite game, Final Fantasy VI. 

Each video is an exciting medley of sights and sounds — Jonny performs guitar, bass, 
drums and keyboard himself against a backdrop of assorted game paraphernalia and 
gameplay footage provided by streamers and Let's Players. (There are even additional 
theatrical flourishes, like special guest keyboardist Super Sonic!) Best of all, he doesn't 
merely "play the hits" — nearly every song is a request by his followers, who often ask 
that rarely covered gems (like Billy Hatcher and the Giant Egg) get more recognition. 

Beyond YouTube, Jonny also publishes free albums on Bandcamp, from yearly com- 
pilations to tributes like the all-Kirby Dreamland Invasion. Once you start, you won't be 
able to get enough of those sweet GaMetal jams! - TONY 


COMMUNITY 


THE LONG-Lost 8-Bit SimCity 
After nearly 30 years, the NES edition has resurfaced. 


BACK IN THE 16th edition of NF — the one 
with the first Super Mario Maker placed front- 
and-center on the cover — we supported the 
launch of that groundbreaking construction 
kit by presenting an entire history of past 
games built on the foundation of user- 
created content. It doesn’t take too long in 
such a chronology before you come across 
will Wright’s trailblazing SimCity, the game 
that basically established the entire simula- 
tion genre of the video game industry in the 
late 805. And, in that NF article, it was pre- 
sented as part of the 16-bit SNES chapter of 
Nintendo history, seeing as its Super NES port 
helped launched that second major Big N 
home console in the States in August 1991. 

... But that wasn't always the plan. Avid 
readers of Nintendo Power might have 
remembered that SimCity was, at first, pre- 
sented as an upcoming 8-bit NES cartridge. A 
brief preview for that version of the game 
appeared in the 18th issue of NP published at 
the end of 1990 — coincidentally on the same 
page as the infamous "Earth Bound" preview 
that profiled the English localization of the 
first Mother game that also got cancelled. 
Just as that game rose from the ashes and 
was released as EarthBound Beginnings 
nearly a quarter-century after its cancella- 
tion, though, so too has the NES SimCity 
finally seen the light of day. Just not as an 
official release from Nintendo! 


Rather, we have the collector community 
and the Video Game History Foundation to 
thank. Only a few prototypes of SimCity’s NES 
version were ever made, one of which was 
seemingly hidden away in a desk drawer at 
Nintendo Power for decades after being used 
to capture the two screenshots published in 
that old issue. That very same copy might 
have been one of two that re-emerged at the 
2017 Portland Retro Gaming Expo! 

Yes, two copies appeared from the aether 
simultaneously thanks to a collector who had 
somehow managed to secure them both, and 
representatives of the VGHF were able to 
meet the collector’s price and acquire one of 
them — and then they very generously shared 
it with the world, for free, just a few months 
ago! You can play it yourself right now with 
an emulator on a РС, or through any other 
means you might personally prefer to boot up 
.nes ROM files. (Since the game was never 
sold commercially, downloading and playing 
it now avoids most of the piracy debate that 
usually surrounds such use of emulators.) 

As for the game itself? Well, it's absolutely 
SimCity, playable on 8-bit Nintendo hardware 
— which is quite an impressive feat. This 
game is so crazily complex that it pushed the 
computational power of many home comput- 
ers of that era, 30 years ago. The fact that 
Nintendo got a fully realized port up and 

running on the circa-1983 tech under 
the hood of the NES is wild. 


rem Now, to be fair, it doesn’t run per- 


fectly - the game seems to struggle 
to keep up with the many different 
simultaneous tasks it has to manage, 
like tracking the status of every 
individual residential, commercial 
and industrial zone. That sluggish- 
ness may be the reason why this 
version was ultimately canned 
in favor of just publishing the 
SNES edition instead. Or maybe 
Nintendo simply wanted to give 
the new 16-bit machine one 
more exclusive at launch! The 
practice of holding back an in- 
development game to help a 
new hardware release has 
become common in the 
decades since. Maybe it got 
its start right here! 
Whatever the reason at 
the time, we lost a bit of 
history then. It's great to 
have it back! - LUCAS 
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Attention, students! Pay no attention to the calendar on the wall, because even when it says July, 
rest assured that school will still be in session! |, the great instructor Byleth, do hereby demand 
your perfect attendance when classes begin on July 26 at the Officer's Academy. If you cannot 
attend in person, you may participate remotely by playing Fire Emblem: Three Houses on your 
Nintendo Switch! Be advised that your coursework will begin well in advance of the official start 
date, however, and you must be sure to read the 40th issue of NF Magazine in the weeks before 
our first lecture. | have been informed that this particular magazine issue will be a grandiose affair 
in observance of the fact that it will be the publication’s milestone 40th release. Also, it 

seems the very first issue of NF Magazine also promoted a Fire Emblem game on its 

front cover, so the timing is simply poetic, wouldn't you agree? Keep your patronage 

current and your mailing address up to date, or else you'll have to see me after class! 


TURNER uae “чаши 
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A FOND FAREWELL FOR 
REGGIE FILS-AIME 


WE ALREADY COVERED Reggie’s departure from Nintendo of America back at the beginning of this issue, | know, but I couldn't let 
the occasion pass without also offering my thoughts and my thanks. Reggie Fils-Aime was, and remains, a truly great man. 


And some people cry "hero worship" when Nintendo fans say things like that. They shake their heads and chuckle at those of us who 
are putting a corporate president on such a pedestal, when he’s just an employee — a face used by public relations to engender good 
will and positive feelings about upcoming products. And, yes, Reggie was that. At first. But he became more. 


| know what a mistake it can be to lionize someone too greatly, but | honestly believe that Reggie deserves the praise that’s been 
lavished upon him from pretty much every Big N fan since he announced his retirement a few months ago. But let’s have an example! 
So my words aren't just hollow. Take a look at the image below. It's one of the first photos to be posted to Reggie's new Twitter account, 
@Reggie, which he launched on April 15, the day he officially stepped down. It was flocked to immediately by hundreds of thousands 
of fans — literally. @Reggie’s got nearly 400,000 followers as of this writing, and I'm writing this less than a week after it went live. 


So! He's got a big following, OK. Now look again at the photo and see the "Thank You for Being an Ally" card that Reggie clearly and 
deliberately set up to be framed in this image in clear view. NOA employees have confirmed that it's one of the materials produced 
internally within the company to support equal rights among everyone who's lucky enough to call Nintendo their place of work. Reggie 
was the face of Nintendo in so many stage presentations and Direct videos, we all know, but I think the Reggie that only the employees 
of Nintendo of America got to know was even greater. That he would push for acceptance and inclusion for people of all backgrounds, 
all races, all genders and identities to the point where he'd make it a part of his farewell photo (that was supposedly just about him 
packing up his office and getting ready to head out the door)? I see you, Reggie. | see how you wish you could have been more vocal 
about such issues all these years. 


Perhaps now, through the @Reggie account, he will be. His timing of launching it immediately as he stepped aside should mean that 
he intends to stay in conversation with the gaming community, and that should solicit a sigh of relief from all of us who are so sad to 
see him go! So join me in bidding a fond farewell to our now-former МОА President, and follow @Reggie to see what's next! — LUCAS 


THANK YOU 


